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BOO'S CLUES 


WERE YOU ABLE to catch 'em all? 


In case you missed it, there was an extra activity included in our last NF issue: a Where's Waldo?- 
like hunt for hiding Boos! The goofy ghosts were lurking throughout the pages of the magazine — 
sometimes large and placed in plain sight, but other times printed at teeny-tiny sizes or faded into 
a dark background or screenshot! 


If you still need a little assistance in tracking them all down, please use the Boo's Clues provided 
below as you flip back through your copy of Issue #42. (In two cases, multiple Boos on the same 
page are represented by the same clue image, so be aware!) | also promised we'd report back the 
official total number you could find, and it was right in front of you on the cover: 42! — LUCAS 


SS ME 


Happy Halloween, 
first-ever October 


Poor Luigi isn't the only one 
who's shaking in his boots! 
The entire history of Nintendc 
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INBOX 


DIVISIONS & DECISIONS 


We try our best to keep things positive here in the pages 
of good old NF, but to claim that everything's all hunky- 
dory heading into the release of the new Pokémon 
Sword & Shield would be disingenuous. Controversy has 
overrun the hype cycle for this particular pair of series 
sequels. Fans are angry! And their anger is valid, too — 
were it a misplaced rage, we might breeze right past it. 
But no, the division in the ranks that has appeared in the 
Pokémon fandom is worthy of attention and discussion. 
So that's what we're going to do! 

As with past Pokémon-led issues of NF Magazine, we 
made the decision to split this edition into two pieces. 
But whereas the similar issue we published in the lead- 
up to the release of Sun & Moon in 2016 simply used its 
twin lead feature articles as two parts of one grand final 
preview for those games, we're doing things differently 
this time around. 

The titular Division in the Ranks feature appears here, 
on the Sword side of NF #43. In it we discuss what it is 
that's got the fans so riled up about the mainline series' 
debut on the Switch, but we do so with our signature NF 
move of couching everything in its proper historical 
context. The article rewinds things back to the beginning 
of the brand and chronicles the smaller controversies 
the series has endured over the decades, leading up to 
the Pokédex problem that's now taken center stage. In 
addition, we've printed an image of every past Pokémon 
— so you can hopefully get a proper sense of just how 
massive a monster catalog it really is that Game Freak is 
having to deal with these days! 

Meanwhile, on the Shield side, the easier-going Bigger 
Than Ever Before feature serves as our more standard 
final preview of what the new games have in store for us. 
Specifically focusing on how things in the new Galar 
region are larger in scale and scope than we've ever pre- 
viously seen! 

Our regular Reviews, Previews, Comic Breaks and 
more are here as well, of course, as we close the book on 
another calendar year and begin to look ahead to 2020. 
Here's hoping you get to finish 2019 strong by having a 
blast journeying through Galar! 

... Ог, you know, skipping that. Since that's an under- 
standable decision to be making too! 


LUCAS M. THOMAS, EDITOR-IN-CHIEF 


a 


ISSUE #42: 
OCTOBER 2019 


LETTERS 


| don't blame Game Freak for being 
intimidated by the rising number of 
Pokémon, but | do have a problem with 
them not including the National Dex — 
again. Are they just going to give up on 
the "Gotta catch 'em all" slogan for 
good? Is that now too unreasonable? I 
can see why they might decide so, but 
that's still a problem. — LANE 
CROUCH 


Am | angry? Not at all! At this point 
there are what, over 800 Pokémon? It 
would be absolutely ridiculous to expect 
Game Freak to program every single 
monster into the game, each with 
unique animations and sprites! Just 
keeping all of the new Galarian 
Pokémon and then the past favorites is 
the best bet honestly, because if your 
favorite 'mon didn't make the cut you 
can experiment with a new one! 
Besides, this isn't the first time there 
has been no National Dex. In Sun & 
Moon and Ultra Sun & Ultra Moon you 
could collect all the Pokémon, but you 
wouldn't receive a Dex entry for any not 
native to Alola! 

As for picking a Pokémon to get a 
new evolution? Definitely Mimikyu. It 
doesn't need an evolution in terms of 
stats or usability, but lorewise it would 
be great to see this 'mon get another 
form. Let me explain. According to 
Pokédex entries, Mimikyu hides itself 
behind its Pikachu cloth because it des- 
perately wants to be loved by people. 
The only problem is its appearance is so 
terrifying that it kills whomever looks at 
it! This is why Mimikyu hides its true self 
from the world, and also why it has 


Our special Halloween edition was a 
success! We just couldn't let the 
opportunity to put such a great- 
looking game as Luigi's Mansion 3 on 
the cover of an NF issue — and if we'd 
waited to place it on the front of this 
November/December edition instead, 
Pokémon Sword & Shield would have 
had to be bumped! We couldn't have 
that, now could we? . . . If you said 
"yes" to that, then that pretty surely 
means you're in the anti-Sword & 
Shield camp of Pokémon fans. No 
worries! We're embracing both camps 
of Pikachu devotees in this edition, 
and our Player's Poll asked you to 
identify your position first and 
foremost. Then we wanted to know 
which old 'mon you'd give a new evo- 
lution to if you could, and finally 
wrapped things up with a hype check 
to gauge whether or not you'll buy the 
new games. Your responses below: 


developed a strong resentment toward 
Pikachu. I think it'd be cool to see a 
Friendship/Deep Bond evolution of 
Mimikyu (much like Eevee to Sylveon) 
that would either reveal more of the 
actual 'mon or give us an indication that 
Mimikyu is becoming more comfortable 
in its own skin. Some sort of indication 
that spending time with a Trainer and 
striving to be the very best like no one 
ever was has helped boost the confi- 
dence and self-esteem of the poor 
thing! — JORDAN PRIGNON 


Ahh, the National Dex controversy — 
Dexit, if you will. Yeah, I'm pretty disap- 
pointed that | won't be able to smuggle 
a regular Zigzagoon past the Galarian 
border, but if you ask me, this whole sit- 
uation is symptomatic of a bigger 
problem: For the biggest media fran- 
chise of all time, Pokémon just ain't 
bringin' the goods! Arlo made a pretty 
great YouTube video about this, but in 
summary, in recent years Pokémon 
games just haven't been hitting the 
standard of quality that other fran- 
chises like Zelda and Mario have been 
soaring above. As much as I love some 
of the new additions, | can't help but 
picture the heights these games could 
reach if they weren't being constantly 
pushed out to sell new toys, cards and 
anime episodes. Pokémon has become a 
merchandising franchise first, video 
game second, and the experience has 
suffered for it. 

Even with my worries for Pokémon's 
present and future, one thing that's 
impressed me a whole lot is the return 
of regional variations. Of all the old 


features they've abandoned, I'm thrilled that this is 
the one they've decided to salvage — Alolan forms 
were so cool, but there was still a lot of untapped 
potential. So far I've loved what they've done with 
Galarian forms, especially the Zigzagoon family and 
Sirfetch'd. If | had to choose one old buddy to get a 
new family member, I'd have to give it to Dunsparce. 
The poor guy has been without an evolution all this 
time, wallowing in humiliating obscurity. Let's 
change that! | want Dunsparce to evolve into the 
magnificent Dunplenty, a wise Dragon/Fairy type 
who helps adventurers on their way. This Pokémon 
is one of the few who can speak, but only in riddles. 
The drill on its butt becomes a mighty dagger that 
can slay rogues with ease. Can't you just see it all so 
clearly? Give Dunsparce its day! — COLE DURRETT 


The Pokémon I'd want to get another evolution is 
Dunsparce. It's a common request, but mine is for a 
more vain reason. Back in the X & Y Friend Safaris, | 
caught not one but two shiny Dunsparce within five 
minutes and three encounters of each other. As cool 
as that is . . . they don't evolve and I can't think of a 
reason for having two. | could have traded one to my 
cousin, but without both I have no proof of my story! 
But if | could evolve one, then Га not only have 
proof, but my first complete set of a shiny evolution 
chain — that's something to brag about! — BEN W. 


There are many Pokémon in the older generations 
that deserve new evolutions. | think | want to see 
Dunsparce get an evolution because it learns quite a 
lot of powerful moves, such as Dragon Rush if you 
train it naturally to Level 45 — or the Ice-type move 
Ice Beam from a TM. The one thing it will need if it 
gets an evolution is a change in its stats. Its base 
stat for HP is at 100, but it has mediocre base stat 
values in the rest, so if it gets an evolution or a 
Galar-only evolution form like Farfetch’d, then its 
stats definitely need to be improved. — MITSUYUKI 
WASHIDA 


Maybe Skarmory? That or Delibird. — JULIO 
CABRERA 
Thanks for not saying Dunsparce! 

(... 1 don’t know what I was thinking putting 
that question іп the Poll. 1 should have known 
the fans of the Worst Pokémon Ever would rise 
up and flood the Inbox!) 


(also I secretly agree and a Dunsparce evo is sorely needed ) 


This will probably sound pretty out there, but an 
idea I literally just came up with is for a Galarian 
Kangaskhan designed to look more like a British 
ruler, soldier or general — or at least something 
along those lines — instead of Genghis Khan. It might 
seem a little weird with the naming convention, but I 
think of it as a "What if Genghis Khan was British?" 
sort of thing. | honestly have trouble picturing that, 
but I think it'd be awesome if Game Freak could 
design something like that. 

I'm absolutely still getting Sword & Shield on Day 
1, no questions asked. I still really like everything 
I've seen of the game, from Dynamax/Gigantamax 
and the new 'mons to the improved character cus- 
tomization and side features like camping and curry 
(even though I’ve never actually eaten curry in my 
life). - ANDREW PEERMAN 
Curry restaurants are about to get a boost! 


Sudowoodo! I want to see the evolution of Japanese 
tree from Bonsai to Great Deku! — SHANE EWING 


| played the first Pokémon like a boss. | was 19 at 
the time. | remember getting the infinite Rare Candy 
trick from a kid my girlfriend was babysitting and 
getting other guys in college into it — but after the 
first one | kind of cooled on the series, picking up 
titles here and there. The last one | put major effort 
into was Black & White, but this new one has me 
excited for the series again. | will definitely be 
playing it, and if | like what | see | will buy. 

— MARTIN SCHMITZ 


POKE-PUN APPRECIATION 


Personally, | feel that the fact that the National Dex won't have 
every ’mon is quite a bummer. | haven’t played many 
Pokémon games, but the ones | have, such as Black on the 
DS, have been incredibly fun, and it’s always such a fun 
time seeing a cool creature that you’ve never seen 
before! The best parts for me are looking at the 
Pokémon's name and design and figuring out if there's a 
pun. It just kinda stinks that all of these old Pokémon 
won't show up in full HD! — CHASE H. 
Chase, it’s my pleasure to introduce you to Polteageist! 
This new Ghost-type resident of the Galar region is unliving 
proof that the Pokémon series’ penchant for puns is still alive and 
well in Sword & Shield. Please also look forward to the future arrival of 
Flameingo (the Fire-type flamingo), Downpourpoise (the dolphin who 
summons rainstorms) and Bassketcase (the crazed big-mouth bass who's 
always a nervous wreck). They might hold those for Gen IX, though. 


DON'T ANGER 


THE OX 


Given that Nintendo Power's old mascot got 
his own bowling game back in the '90s: Mr. Ox, 
what would be your preferred activity of choice if 
given the opportunity to star in your own simula- 
tion masterpiece? - @RAGTAGSTUFF 
І always thought "NEW (Nintendo Entertain- 
ment Wrestling) Pro Wrestling" had a nice 
ring to it. Of course, | also came up with that 
back in 2006... 

Barring that? Maybe cooking. І can be like 
Gordon Ramsay — with all of the anger, but 
none of the talent! 


Hey Ox, are you playing with power? 
— @SABERTEENSIE 
Nah, he's never online when I am. 


Which franchise do you think is the most long 
overdue for another installment? — RYAN 
McDonald's. Nearly 38,000 locations, but 
only four games? There's some serious 
catching up that needs to be done. 

(Maybe I shouldn't write these when I'm 
hungry.) 
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LETTERS, CONTINUED! 


There is a clear and obvious Pokémon 
that needs an evolution: DUNSPARCE!!! 
Dunsparce is seen by many as such a 
pathetic Pokémon that it needs an evo- 
lution to show the world what a beauti- 
ful butterfly it truly is! How could 
anyone else possibly choose a different 
Pokémon?! — KEVIN F. 

Another vote for the 'sparce?!?! 
That's enough! No more!! 


An odd choice (but then, I'm an odd 
guy): Luvdisc. Ever since Alomomola 
debuted, I’ve always wondered why the 
two had no relation. The only solution is 
a middle stage between the two! 

Sadly enough, I'm still on the fence 
as to whether or not ГИ get one of the 
two games. It's just not grabbing me 
like it used to. | don't find any of the 
new Pokémon that interesting, the 
Dynamax mechanic doesn't entice me, 
and it all makes me very sad. I've been 
a fan since the first generation... 
could my fire of passion finally be dying 
out?! — ALEX WINTER 


Speaking as someone who has com- 
pleted his Pokédex every generation 
(sometimes even going through great 
lengths to get the event Pokémon), 
can honestly say the decision to not 
include every Pokémon is not a big 
deal. Yes it is sad, but Game Freak has 
explained themselves well, and the joy 
of a new game and region is to explore 
and find new Pokémon. Who has time 
to complain about not being able to 
bring over the old ones? Plus we don't 
know what Pokémon Home will be like. 


Maybe it will be like a Pokémon Ranch 
2! 

ΓΙ have Pokémon Shield on Day 1 
and will capture my beautiful Galarian 
Ponyta and have fun while the haters 
complain on the Internet. Time for a 
new adventure! 

And Dunsparce has been begging for 
an evolution for nearly two decades. 
Look at it! It looks like it's something 
ready to hatch! — JOHN KNUDSEN 
STOP. 


I think Mr. Mime is worthy of an evolu- 
tion into an Old Man Mime. — KURT 
PRENGER 


No Trubbish, no sale. 

Galarian Trubbish: Instead of a trash 
bag, he's a pile of day-old fries (or 
"crisps" as they are called in England. 
Incorrectly.) 

Wait a minute . . . | don't actually 
play Pokémon. I just eat popcorn and 
watch the discourse! — ZACHARY 
CZARNECKI 


There are so many Pokémon that 
definitely deserve another evolution — 
it's so hard to pick just one! Maybe an 
evolution for Arbok? In all this time I 
don't think it's gotten a Mega Evolution 
or even a regional variant! Of course 
what | really want is a new "Eevee- 
lution" or two for Eevee! 

With all the recent backlash 
stemming mostly from the lack of a 
complete Pokédex, it truly is a shame 
that so many people are turning away 
from what looks to be another exciting 


entry in the world of Pokémon! You can 
bet your Rare Candies that this 30-year- 
old fan will continue to play Pokémon 
for many more years to come! 

— ALBERTO VILLASENOR 


The Pokédex controversy was what con- 
vinced me to cancel my preorder on 
Sword... but I’m honestly taking a 
more moderate approach to my actual 
feelings on the matter. | absolutely 
understand and respect the fact that 
including the 800* 'mons generation 
after generation is a massive undertak- 
ing. | don't begrude Game Freak at all 
for making the hard choice. But it was a 
choice that made me decide not to buy 
in at full MSRP. So I'm holding off for 
now. 

My Pokémon fandom peaked in Gens 
IV and V. I still have a deep love for the 
franchise — | look forward to watching 
Twitch streamers or YouTube Let's 
Players explore Sword & Shield . . . but 
I'm gonna wait for a sale or maybe 
hope for a return to the old 3rd Version 
style. 

As for a new evolution, | was gonna 
say Farfetch'd . . . but that already got 
confirmed! So now my most requested 
Pokémon to get a new evolution would 
be Girafarig. Give him another set of 
legs, or two more heads, or something 
else wacky. | just want to see what 
modern Pokémon design brings to the 
weird symmetry of Girafarig! — JASON 
HUNT 
See? A reasonable request. Why 
can't you all be Girafarig fans 
instead of stanning Dunsparce?!? 


THE PLAYER'S POLL 


Congratulations to Cole Durett, the winner of last issue's Player's Poll! 
(Wait, that can't be right. That's one of the Dunsparce fans!!!) Alas . . . let's move on. 
Your new chance to win is below, and we're looking ahead to 2020! 
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EVER 
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One of the first 2020 
releases will be a port of 
Tokyo Mirage Sessions 
#FE. Did you play it back 
on the Wii U? 


Nintendo’s confirmed only a 
few games for 2020 so far. 
What dream game would you 
like to see announced for 
launch in the New Year? 


Speaking of Tokyo, have you 
ever considered visiting Japan? 
Perhaps to attend the 2020 
Summer Olympics in person, or 
visit Super Nintendo World? 


Email your responses to PlayersPoll@NFMagazine.com with the subject line 
"Player's Poll for Issue #44" - this time, one reader whose answers are picked 
for print will win any new Switch release scheduled for 2020. Winner's choice! 


COMIC BREAK 


the sitcom starring a final boss and an 
obnoxious ‘905 video game mascot 
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LEAGUE CHAMPION ASH! 


It took him over 22 years, but Ash Ketchum has finally become the very best. 


THIS IS A fairly major spoiler, | 
suppose, since the translated version 
of the Pokémon anime series is 
running a few months behind the 
original Japanese language broadcasts 
— but oh well! It's news that just can't 
be kept under wraps until America and 
the rest of the West get caught up with 
what's been going on in the animated 
Poké-verse. 

He did it! 

He finally did it! 

Over 22 years after first setting out 
on his quest to be the very best like no 
one ever was, Ash Ketchum has finally 
won first place in an official Pokémon 
League tournament. He's a Champion! 

The tournament in question capped 
off the long-running Alola region run 
of the ongoing anime saga that's 
chronicled Ash's adventures in that 
Generation VII region for the past 
three years. The series deviated from 
the norm when Ash arrived in Alola — 
while he's traveled around fighting to 
earn Gym Badges in each of the older 
regions he's visited throughout the 
decades, he opted for a different kind 
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of experience in Alola, settling down 
to live with the local professor, Kukui, 
and attend The Pokémon School as a 
student alongside five friends. 

Some longtime fans of the fran- 
chise were upset at this shift, but 
more negativity was hurled toward the 
altered art style adopted to render 
Ash, Pikachu and the entirety of the 
Pokémon world as soon as his airplane 
landed in Alola. (And it still doesn't 
look good in still shots — just look at 
Pikachu up above. Definitely dopey.) 
But the style grew on most viewers 
who stuck with this series through this 
latest saga. 

... Which only led to another round 
of controversy, of course! Ash won the 
Alola Pokémon League tournament 
and became the first Champion of the 
Alola region, offically. But some fans 
have still been crying foul, arguing 
that this victory doesn't really count. 
Since the Alola League was just 
formed. Or since his opponents were 
mostly just his school friends. Or since 
the battles weren't full 6-vs.-6 fights. 
Pick your preferred complaint! 


Oh well — as we'll see further on in 
this issue as well, there's just no 
pleasing everyone. Personally, as a 
Pokémon anime fan who's been with 
the series since it first started airing in 
America over two decades ago, I'm 
thrilled that the writers finally decided 
to deliver an ending to a long story arc 
that wasn't Ash hanging his head in 
shame after an embarrassing loss. It 
had become a running gag that he was 


incapable of victory, especially after 
the major letdown in the Kalos League 
a few years back. 

Is Ash's journey over now? Not at 
all! With his Alola adventures at an 
end, he and Pikachu will embark on a 
new journey. Though not a straightfor- 
ward adaptation of Sword & Shield, it 
seems! The next anime saga has been 
teased to be more of a globetrotting 
quest. I'm intrigued! - LUCAS 


FAREWELL, KIRBY 


Nintendo's legendary lawyer has passed away. 


ON OCTOBER 2, 2019, the world bade farewell to one of Nintendo's 
greatest champions. A hero who brought an empire to its knees, and 
whose name would become known throughout the cosmos. | speak of 
Kirby — but not the Pink Puffball of Planet Popstar! No, I’m talking 
about attorney-at-law John Joseph Kirby Jr., who lost his battle with a 
type of blood cancer called Myelodysplastic syndrome shortly before 
his 80th birthday. Though his chapter in Nintendo's history may have 
been short, the company as we know it today could not have existed 
without his efforts. 

From his work in the Department of Justice as the special assistant 
to the head of the Civil Rights Division during the 605 to his victories 
while representing brands such as Pepsi and General Foods, Kirby 
shined brightly in his field. This talent caught the eye of Nintendo of 
America's Howard Lincoln, who sought outside aid when Universal 
Studios sued Nintendo in 1982, claiming that the gaming outfit had 
infringed upon the King Kong trademark with the arcade smash Donkey 
Kong. Nintendo's fledgling North American branch was far from the 
entertainment titan it is today, so the risk of financial ruin hung precar- 
iously overhead. 

During the seven-day trial, Kirby successfully demonstrated not only 
that the similarities between the two simians were surface-level at 
best, but also that King Kong was a public domain icon. Universal itself 
had proven this fact back in 1975 during a suit against the producer of 
the original 1933 King Kong film, RKO Pictures — thus the judge deemed 
that Universal had acted in bad faith this go-round. Universal appealed 
the decision twice, but the ruling was upheld both times. 

As reward for his valiant efforts, Nintendo gifted Kirby a $30,000 
sailboat cheekily named "Donkey Kong" — and as a further dig against 
Universal, Nintendo also gave him "exclusive worldwide rights to use 
the name for sailboats"! And when it was time to settle on a moniker 
for Masahiro Sakurai's adorable Dream Land warrior, all eyes turned to 
the man who kept the dream alive all those years ago. (Not that bizarre 
a source of inspiration, considering how Mario was named after the 
landlord of Nintendo's original American headquarters!) 

So from the bottom of our hearts, we say thank you and goodbye, 
John Joseph Kirby Jr.! — TONY 


A FADING DREAM 
AlphaDream declares bankruptcy. 


MARIO AND LUIGI may never be 
the same again. 

The Super Mario brothers have 
starred alongside each other in dozens 
of different games spread across four 
decades' worth of hardware platforms, 
but their actual bond of brotherhood 
has always been best highlighted by 
the straightforwardly named "Mario & 
Luigi" RPG series. Initially seen as 
something of an offshoot of earlier 
Mario-related role-playing designs like 
Super Mario RPG and Paper Mario, the 
Mario & Luigi brand developed an 
identity all its own by focusing on the 
comical relationship between the two 
siblings. And not just in story scenes! 
The gameplay of each Mario & Luigi 
title had you controlling both of the 
twins simultaneously, making their 
mastery of teamwork an absolute 
necessity for keeping each plot 
moving along. 

But now, though? Their partnership 
may never be portrayed in such a 
wonderful way ever again... because 
the Mario & Luigi brand may be at its 
end... because its developer, a studio 
named AlphaDream, has declared 
bankruptcy. 

AlphaDream has been the one and 
only studio to develop Mario & Luigi 
titles for Nintendo since the series got 
its start with Superstar Saga on the 
Game Boy Advance in 2003. In fact, 
the company has done little else than 
work on titles in this one series for 16 
years! They tackled a few Hamtaro 
games over a decade ago, but they've 
essentially been the house tasked with 
cranking out Mario & Luigi sequels 
ever since. 

And maybe that, right there, is 
what the problem was. 


It’s hard not to feel like the last few 
Mario & Luigi games from AlphaDream 
were anything more than "cranked 
out." The two most recent releases 
were both 3DS remakes of earlier 
titles. In 2017 they delivered Mario & 
Luigi: Superstar Saga * Bowser's 
Minions, a reworked version of 2003's 
original Superstar Saga running on the 
engine that had fueled two previous 
3DS series installments: 2013's Mario 
& Luigi: Dream Team and 2015's Mario 
& Luigi: Paper Jam. Then, just earlier 
this year, AlphaDream sent Mario δι 
Luigi: Bowser's Inside Story + Bowser 
Jr.'s Journey out the door — it was a 
3DS remake of a 2009 DS title that 
wasn't yet 10 years old itself and 
didn't really need to be remade. 

Really, in light of this bankruptcy 
announcement, those two last 3DS 
releases reek of desperation. The 
studio must have been struggling to 
stay afloat for years, and so tried to 
republish their series' two biggest hits 
as fast as possible to try to regain 
some kind of stable financial footing. 
Publishing anything on 3DS two years 
deep into the new Switch era was 
almost surely doomed to failure, 
though, and sales of the Bowser's 
Inside Story remake in particular are 
said to have been miserable. 
Questions abound in the wake of 
this announcement, of course. Will the 
Mario & Luigi brand return, just under 
the direction of a different developer? 
Why was a studio so directly tied to 
Nintendo allowed to flounder and fail 
like this? And, most importantly, was 
this all Fawful's doing?! If so, now / 
have fury! — LUCAS 
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COLLECIOR' S CORNER 


PLASTIC POLYGONS 


Try not to poke yourself with Cloud's hair! 


3D-PRINTED LOW-POLYGON FIGURES have been 
circling the Internet for years now, bringing to life the beloved 
but jaggy characters of yesteryear to the amusement of fans. 
Square Enix and Dengeki Hobby must have caught wind of 
this, as they showed off a new set of figures in the Final 
Fantasy VII Remake section of the most recent Tokyo Game 
Show. Based on the original chibi-style low-polygon charac- 
ters that appeared in the original PlayStation 1 game, you 
can’t help but chuckle at these renditions now. There is some 
anxiety involved in attaining these figures however, as they 
may only be available through a lottery in Japan. There's 
speculation that Square Enix will be releasing them worldwide 
at retail as well, because of an official tweet sharing the 
images — but either way, they'll be highly sought after. 


PINTENDO CONTINUES 


Own the new tiny Link as a new shiny pin! 


TWO LINKS, one Marin and a Hylian Shield 
comprise this set of "Pinnys" from Penny Arcade. 
One Link is static while another is swiping with 
his sword. The shield is an odd addition because 
it's not necessarily specific to Link's Awakening. 
The cost of the set is $35, and they're in Penny 
Arcade's web store right now. If you're wondering 
why these are so pricey, | can tell you that these 
are premium quality pins akin to Disney stan- 
dards, and nearly as collectible. This brings the 
number of official Link's Awakening pins to 15! 


CHOOSE YOUR STARTER! 


Pokémon Sword δι Shield’s trio of possible partners . . . in plush form! 


THE NEW STARTERS from the Galar region were immediately welcomed by the Pokémon community, 
so we knew merchandise wouldn't be far behind! Grookey, Scorbunny and Sobble plushes from San-ei 
launched on September 14 in Japan. There's no need to import them, though, as they also quickly became 
available for American customers through the PokemonCenter.com store! They go for $17.99 apiece there. 
This release was two months ahead of the normal schedule for starter plushes, which may mean that The 
Pokémon Company is planning a more aggressive merchandising assault than normal, especially for the 
upcoming holiday season. Meanwhile, if you want to wait for life-size San-ei plush versions of the charac- 
ters, those will launch this November and run you around $60-$70 imported. If you pre-order the games 
T 1 0 from PokemonCenter.com, you can even get a plush keychain chosen at random from the starters. So 
ISSUE #43: DIVISION IN THE RANKS that's three sizes to choose from right off the bat! which Pokémon, in which size, will you choose? 


Collector's Corner is compiled by Brett Martin, the world record holder 

for the largest collection of video game memorabilia on Earth. For more cool 
collectibles and information on how to order from import shops, visit his site, 
The Video Game Memorabilia Museum, at videogamemm.com. 


= | BEATREE HUGGER 


Snuggle and squeeze this plushy Whispy! 


AFTER SO MANY years of anguished wanting, the iconic first 
boss encounter of nearly every Kirby game has finally been 
plushified. San-ei is bringing this glorious Whipsy Woods plush to 
us as part of its Kirby All-Star Collection, and it will join the 
ranks of the most recent releases in the set — like Kracko, Poppy 
Bros. Sr., Gordo, Burning Leo and Chilly, which are also all 
getting re-released. Whispy's release date in Japan is November 
30, but the original set has yet to come over from Japan, so they 
may just stay there and not be distributed in North America. The 
squishable Whispy Woods will be nearly 10 inches tall, so thank- 
fully he won't be in scale with other Kirby plushes in the collec- 
tion! Now if they would just release a Lololo and Lalala plush set! 
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KNUCKLE! 
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RUNNING ON THE BOARDWALK 


Sonic stars in the latest edition of Monopoly Gamer. 


SONIC, TAILS, AMY and Knuckles are stepping out to represent Sega as the game pieces in the 
new Monopoly Gamer Sonic Edition. The game is out now and runs around $25. Each of these 
Gamer Editions have their own series-driven gimmick, and Sonic’s replaces the paper money 
with rings. You’ll still be buying up properties, but they’re naturally based on nostalgic 
levels from Sonic’s games. Railroads and utilities have been replaced with areas to 
collect rings and ramps to speed you along the board. Speaking of speed, there's a 
special die that allows users to only roll 2 through 7, speeding up the play. On top of 
that, each character has their own Boost Die which can add a unique bonus to a roll. 
Passing Go will initiate a boss battle by flipping a Boss Card, in which each player 
rolls dice until the boss is defeated. Once defeated, they yield a Boss Card and a Chaos 
Emerald, which allows a re-roll in subsequent battles. The final boss is, of course, Dr. 
Eggman — and you'll need all of your experience and collectibles to take him down! A final 
point tally determines the winner. 

Are you fast enough? 


SADDLE UP 


The cutest equestrian! 


GOOD SMILE COMPANY has 
returned to Hyrule with a Breath of the 
Wild Zelda Nendoroid. She'll release in 
January of 2020 and will cost close to 
$50. She's more expensive than other 
Nendoroids in the Zelda collection 
because of her accessories. She'll come 
with three face plates: one neutral, one 
with a smile and one scowling. (She's 
cute no matter what expression she's 
wearing as a result of her chibi-style 
stature!) She'll also come with a 
Sheikah Slate and a Hot-Footed Frog 
(that she offered to Link in one of the 
game's cutscenes). The biggest acces- 
sory is a Royal White Stallion with fine 
detailed accoutrement for riding, but 
the real showstopper is the Master 
Sword for the Breath of the Wild Link 
Nendoroid that was already released! 
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BRITISH INVASION 


A Pokemon Center has popped up in London! 


SINCE THE NEW Pokémon Sword & 
Shield games are introducing a new 
region inspired by Great Britain, it’s 
only natural that the good folks at The 
Pokémon Company would want to give 
a little something back to the fans who 
actually live in that nation. But, inad- 
vertently, they might have caused 
British Pokemon fans to experience 
more grief than joy! 

On October 18, an all-new Pokemon 
Center store opened up in London. 
Official Pokemon stores have been in 
business elsewhere in the world for 
years (primarily in Japan, where over 
a dozen locations are still in opera- 
tion), but this moment marked the 
brand’s first appearance in England. 

However! It was not meant to last. 

Pokémon Center London was 
opened only as a temporary pop-up 
store, meant to operate just in the few 
weeks leading up to the release of 
Sword & Shield and then close down 
for good on November 15. A bit of a 
bummer, right? It would have been 
nicer if it were a permanent location? 
Well, the fact that it was only intended 
to be temporary has caused all kinds 
of chaos to be unleashed! 


Fear of missing out has gripped the 
Pokémon fans of the entire United 
Kingdom, it seems, as massively long 
lines to get into the store have formed 
on a daily basis since it first opened. A 
typical wait to just be let inside the 
doors is reportedly six hours or so — 
and even then, queues are cut off 
midway through each day, so only the 
people who get there in the morning 
hours stand a chance. 

Motivating most of these would- 
be customers is the existence of a 
Pokémon Center London-exclusive 
Pikachu plush doll dressed in a 
bowler hat (as in the art seen 
here). Purchases of that Pikachu 
are limited to just one per person, 
while total purchases of any kind have 
been restricted to just six items. 

Would you wait in a line for six 
hours just to have the opportunity to 
buy six things? I’m not sure what I 
would do if | were in their shoes. The 
fact that London is a long plane ride 
away for me is probably going to keep 
my wallet safe in this particular cir- 
cumstance! Good luck to all who brave 
the queue, though! — LUCAS 


Great! 


Another official Pokémon 
Center store location! 


It’s closing less than a 
month after it opened. 
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FORECAST 


WHILE NOT A November release, we're kicking off this 
calendar with Luigi's Mansion 3 this time since it's debuting on 
store shelves on October 31 — making it as close to a November 
release as it possibly could have been without crossing the 
border. Most of its sales will likely happen in November too, as 
Halloween busyness may keep many families from diving into 
ghostbusting fun on Day 1! We'll have our review next time! 


Luigis 


ON THE OTHER side of the coin, here’s a game 
that’s arguably arriving sooner than it should! The 
Summer Olympics in Tokyo won't begin until July 
24, 2020, so Mario & Sonic's homage to them 
hitting stores on November 5, 2019 seems waaaay 
early to me! We're going to take our time with this 
one, and we'll bring you the review next time too. 


THE TWO-TITLE TRADITION for the mainline Pokémon series 
continues on November 15 when both Pokémon Sword and its 
partner release Pokémon Shield go on sale on the same day. 
These are the games that have inspired the direction of this 
issue, so prepare yourself for plenty of Pokémon in the pages to 
come. (Or in the pages you've already flipped through, if you 
started reading over on the Shield side of things!) 


BEYOND THE POKÉMON games, there are still 
a few question marks hovering over the remainder 
of the 2019 calendar year even as we're sending 


this issue out the door. We know, for instance, that 
a new sequel in the Cooking Mama series is bound 
for the Switch (see the preview on Page 35 ahead), 
but its "TBA 2019" release hasn't been locked down. 


IN FACT, ONE of the only high-profile games currently placed 
past Pokémon on the calendar that does have a definitive date 
is Ubisoft's Assassin's Creed: The Rebel Collection. It's due to 
drop on December 6, bringing Nintendo loyalists an encore of 
one Assassin adventure they've seen before paired with another 
that'll be new to Nintendo's shores. We've got a quick-look 
preview for it ahead on Page 34 (here on the Sword side). 


SERED. 


FINALLY, THE GAME that appeared on the front 
cover of this year’s first issue is sadly still not yet 
released as we finish this, our final issue of the 
same calendar year. But Yacht Club has supposedly 
fully finished it, at last, and has plans to finally sell 
it to us in December! No new preview of it this time, 
but there’s other Shovel Knight news on Page 17! 


SHOVEL. 


TREASURE TROVE? 


Pm a little surprised that Luigi's Mansion 3 in October and Pokémon Sword δι 
Shield in November seem to be Nintendo's final first-party releases for 2019... 
there's surely a chance they're holding a little something extra back for a late- 
breaking announcement and a December debut, l'd think. And if not, they must 


just be holding back to prep for an even bigger 2020 instead! — LUCAS 


A meteorological look at the bi 
currently scheduled to debut in the next few weeks. 


NEWS 


gest game and DLC releases 


SUPER 


ih Fighters Pass 


YOU KNOW WHAT? I'm leaving that Terry art 
right where it is. Yes, he already appeared in 
that exact same spot in our last issue, but since 
he's actually set to arrive in the Super Smash 
Bros. Ultimate roster in November and this is 
officially the November/December issue, I'm just 
going to let him keep tipping his cap for a 
second issue in a row. (Probably three when we 
write up our review of him next time!) 

Yes, Smash fans will soon be busting skulls 
with the Buster Wolf — perhaps even before this 
issue lands in your hands, if Nintendo's very 
generous and gives him an early November 
debut! If it were up to me, though, I'd probably 
place him later in the month, a couple of weeks 
after Pokémon Sword & Shield show up. Since 
the release calendar's looking a little thin, first- 
party-wise, otherwise! So long as we have 
access to him by Thanksgiving, ІЛІ be plenty 
thankful. 


| hs 


DIVIDE AND CONQUER! 


Geta prescription for partnership in Vitamin Connection! 


SO, WHO’S YOUR go-to co-op pick? 
Who's your most reliable ally; the one 
you know will form the most terrific 
tag team with you when a game calls 
for not one player, but two? Go ahead 
and call them up, then tell them to 
prepare: The two of you will soon be 
called upon together to take on a 
matter of life and death! 

Vitamin Connection is an all-new, 
original IP from WayForward — the 
same studio responsible for the 
Shantae series, licensed hits like The 
Mummy Demastered and DuckTales: 


Remastered and the recent co-op butt- 


kicking brawler River City Girls. But 
the co-op action in that game — and in 
most every past co-op game, really — 


AAAA 


is unlike what you'll be experiencing 
here. Because Vitamin Connection's 
two-player design is entirely asynchro- 
nous! 

Most co-op games have both you 
and your Player 2 doing the same 
things at the same time. In River City 
Girls the heroes Misako and Kyoko 
both have their own animations and 
abilities, but they're both beating 
down punks in search of their kid- 
napped boyfriends. In classic co-ops 
like Contra, the two players might get 
different power-ups — one with the 
Laser, the other with the Spread Gun — 
but, again, they're still functionally 
doing the same thing. Running. 
Jumping. Blasting everything in sight. 


Geelwniz'[iKaidnitieventknowtemperaturestcouldjoitnatihigh| 
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Meanwhile, asynchronous co-op 
designs are a rarer breed — they're 
more complex, but often more inter- 
esting too! In these kinds of games, 
multiple players are still playing at the 
same time, but each has their own 
unique set of abilities and/or a special 
role to play that is not shared with any 
other. A good past example of this 
subgenre would be Affordable Space 
Adventures, in which up to three 
players controlled the same spaceship 
together, but all with unique jobs: One 
was the engineer, a second the pilot 
and the third was a science officer. 
You could play it solo, sure, but it was 
at its best when experienced as 
intended, as a trio. 


Vitamin Beam QO 


` ӨШ 


Vitamin Connection won't be quite 
hat complicated, but it does follow in 
he footsteps of Affordable Space 
dventures by granting control of a 
ew functions of a ship to one player, 
hen delegating the other abilities of 
he vessel to your co-pilot. One player 
ecomes Vita-Boy, commander of the 
lue half of the Capsule Ship. He's in 
harge of moving the craft — sending 
sailing up, down, left and right 
around the screen. He's also got the 
trigger for the Vitamin Beam laser on 
his side of the ship. But aiming that 
laser? That's the job of Mina-Girl, over 
on the pink side and under the control 
of Player 2. She's got to target foes 
and obstacles for destruction — while 
also taking charge of the rotation of 
the Capsule Ship, too! 


teompaed 


ша сос 


Bacteria Bat 


It’s a wild division of labor. It would 
seem more natural if one player took 
charge of both aiming the laser and 
firing it, while the other handled both 
the movement of the ship and its 
rotation. But the jobs are instead split 
half-and-half, so both players are 
involved in both the actions of moving 
and attacking. It's going to take some 
truly coordinated cooperation to 
succeed in Vita-Boy and Mina-Girl's 
missions! 

Oh, those "life or death" stakes I 
mentioned up front? Well, you could 
probably guess from their names, but 
Vita-Boy and Mina-Girl are healthcare 
providers. When the members of the 
normally hale and hearty Sable family 
begin to mysteriously fall ill (even the 
dog!), the dynamic duo of diminutive 
doctors take advantage of their tiny 
size and sail their Capsule Ship inside 
the family's bodies, embarking on fan- 
tastic voyages to find toxins, bacteria 
and invasive viruses and blast them to 
oblivion with the Vitamin Beam. 

The core gameplay is built like a 
scrolling shooter, as the Capsule Ship 
cruises along through blood vessels 
and respiratory passageways to reach 
different parts of the body. Enemies 
appear to oppose the pair, of course, 
as do obstacles that must be 
overcome with both skillful beam 
usage and expert rotation of the ship. 


12211112111) 


Interior exploration is just one part 
of the gameplay in Vitamin Connection 
though — you and your go-to tag-team 
pal will also have to master challenges 
like "Synchronized Swimming," in 
which the screen is split into two 
halves of a rhythm game and you're 
responsible for inputting half of the 
appropriate actions on the beat. "Wire 
Coaster" is another mode of play — in 
it you'll need to sync up with your 
partner and navigate Vita-Boy and 
Mina-Girl around damaging loops 
without either hero touching the rail in 
the center. (Kind of like Irritating Stick 
from the PS1, for all three of you out 
there who remember that.) Finally, 
there's a gametype called "Grab 
Fever" that equips the Capsule Ship 
with a Nintendo Ultra Hand-esque 
extendable fist that shoots out to grab 
globs of goo and haul them in. Crazily, 
it makes use of the almost entirely 
ignored IR camera on the Joy-Con (R)! 
Not even Nintendo's first-party games 
pay attention to that thing any more! 

I've always loved playing co-op 
games, and I'm thrilled WayForward is 
getting the chance to release one that 
is truly unique and asynchronous — 
immediately following their excellent 
traditional co-op design in River City 
Girls! Vitamin Connection will be here 
soon, so, again, make sure your pre- 
ferred partner's prepared! — LUCAS 


Connection 


The bacteria-busting 
game for one or two! 


Ain't no mechanic around good as me! Now, let's getcha fixed up! 
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WHEN SWORDS ARE PLOWSHARES 


Enjoy both farming and fighting in Sakuna: Of Rice and Ruin! 


HAVE YOU EVER thought that 
what's missing from games like 
Harvest Moon, Story of Seasons and 
Stardew Valley is the ability to punch a 
giant fish? If so, Sakuna: Of Rice and 
Ruin may be the game for you! 

While the title may sound vague, 
it's actually an apt description of the 
core gameplay — equal parts rice 
farming sim and 2D action platformer. 
The action (and lack thereof) follows 
the exploits of Sakuna, the daughter 
of a fertility goddess who is cast down 
to Earth and must start doing her own 
dirty work by planting, nourishing and 
harvesting rice crops. And when that 
isn't happening, she's leaping about, 
exploring her island home and fighting 
giant monsters who threaten her 


newfound friends! 

The success of the game will likely 
hinge on how well Sakuna can switch 
between the meditative zen of farming 
and the frenetic chaos of combat. It 
Seems that efforts have been made to 
help the two gameplay modes bounce 
off each other — in lieu of weapons, 
Sakuna uses traditional farming tools 
to beat back enemies. Spoils from 
exploration help the player to grow 
more crops. 

One thing that makes Of Rice and 
Ruin stand out is its gorgeous art 
style. The game is a visual treat, as the 
player leaps between rocks on a 
rushing waterfall, or gathers in 
bundles of crops while bathed in a 
golden sunset. Character designs 
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sparkle with personality and charm, as 
do the various monsters that can be 
seen throughout the game. 

In a nice bit of synergy between 
visuals and gameplay, the world 
changes color as the seasons change, 
even as chores around the farm shift 
to reflect an annual rice harvesting 
cycle. Similarly, Sakuna possesses the 
Celestial Scarf, which is not only an 
eye-catching part of her character 
design, but also a unique weapon for 
use in combat. A lot of care has gone 
into making the game world fit the 
player's activities, and this will likely 
help to sell the slower, quieter side of 
Of Rice and Ruin. 

It's impressive, although hardly sur- 
prising, that this game looks as good 


as it does. Sakuna is the work of 
Japanese indie studio Edelweiss, a 
(mostly) two-person development 
team who were previously responsible 
for the acclaimed indie shoot-'em-up 
Astebreed. That such a small studio 
has produced such gorgeous and tech- 
nically complex work begs belief, but 
at the same time, the game's efficient 
balance between visuals and 
gameplay makes sense if only two 
developers are working together in 
harmony. 

It remains to be seen whether a 
blend of farming and platforming is to 
everybody's taste, but it's hard to deny 
that what we've seen thus far looks 
astounding. If Sakuna turns out half as 
good as it looks on paper, it could end 
up being a cult favorite for years to 
come! — MATTHEW L. 
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SHOVEL KNIGHT Goes 16-Віт! 


He'll get a graphical upgrade in the all-new Shovel Knight Dig. 


YACHT CLUB GAMES is staying 
busy! Shovel Knight: Treasure Trove is 
reportedly finally finished and due to 
debut in December, but the developers 
aren't resting — they've already offi- 
cially announced a new Shovel Knight 
adventure called Shovel Knight Dig! It 
is genuinely nice to see a company so 
outwardly passionate and ambitious 
about their properties. Apparently 
they've been working secretly on this 
joint venture with Nitrome for over a 
year, and it's an honest-to-goodness 
sequel — just in a different style! 


Shovel Knight Dig feels familiar to 
the first title, but has a тоге... 
downward focus. A new foe named 
Drill Knight ransacks Shovel Knight's 
campsite and steals all the loot he col- 
lected in his first adventure. He then 
drills underground using an impres- 
sive burrowing contraption, leaving a 
gaping hole in the earth. Our scoop- 
wielding hero chases after this new 
villain in an attempt to recover his 
treasure — but knowing Shovel Knight, 
there will be more to the story than 
just that! 


The first thing you'll notice is the 
new look: It's still pixelated, but Yacht 
Club is shirking the 8-bit retro style for 
an updated and brighter presentation. 
It actually takes on Nitrome's more 16- 
bit-inspired style, evidenced by the 
beautiful pixel art of many of their 
web games. As a result, the animation 
really shines and the environments 
have more detail. The music will also 
be in a different style to reflect this 
design choice, but simply going from 
the trailer, it will still be familiar and 
fit within the universe. It will be 
composed by none other than Jake 

Kaufman, who wrote the music for 
the first game and overall has a 
very impressive body of work. 
Another element that is a depar- 
ture from the original is the proce- 
durally generated areas. Large swaths 
of the adventure will be digging 
segments where baddies and 
treasure can hide in all sorts of 
interesting ways. The big story 
here is the new gameplay, 
where Shovel Knight will be 


shoveling his way down into tunnels 
and through corridors. The title says it 
all, as the traditional sidescrolling is 
replaced with new mechanics that 
allow Shovel Knight to dig quickly and 
deftly. Newfound skills will lead to 
newfound treasure, and you'll need 
shovelfuls of it to upgrade Shovel 
Knight's abilities, utilities and defenses 
in order to take Drill Knight down. AII 
of this looks to be a recipe for a suc- 
cessful sequel! 

We're left with a lot of questions, 
though, like what familiar faces we'll 
see and how many new characters 
we'll meet. (That's a pretty ambiguous 
statement, as Shovel Knight has had 
many friends and foes cross his path. 
Can | go out on a limb and say we may 
run into Mole Knight in an adventure 
such as this?) Alongside Drill Knight is 
at least one more new foe named 
Spore Knight — and they surely 
wouldn't stop at just two fresh faces! 

There are a lot of play elements left 
to the imagination currently as well, 
like what death means versus the old 
game, whether there are true levels or 
whether it's an endless maze... and if 
there will even be a map! We're also 
left wondering about a release date — 
but with Shovel Knight, we've learned 
to have a lot of patience. — BRETT 
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AXE IS A young boy who's focused 
solely on escaping his little town to 
adventure beyond its walls. His 
friend Nelz is his partner in crime, 
and his nemesis, Matock, is equally 
mischievous — but only focused on 
being better than Axe. The trio run 
into all sorts of trouble, but in their 
quest to leave the town they meet 
Angard, a soldier who got kicked out 
of the nearby castle and put on a 
mission that nobody thought had 
merit: find and defeat monsters. The 
boys train with Angard for fun... 
until a monster actually appears! 


Headspace? 


to all enemy Dazzits. 
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Axe ends up taking the monster 
down and becoming the town hero. 
Thus, the adventure that Axe was so 
thirsty for found him! The boys 
investigate the monsters and keep 
coming across different ones. They 
hatch plans by putting together 
thoughts they gather by talking to 
townsfolk. Once the right combina- 
tion is reached, they enact their 
strategy and the plot moves on. 

These interactions always have 
funny dialogue and move along 
quickly, which is quite different than 
the game's apparent focus: battling. 


Whichever the case, 


we'd earn a lot of credit if we 


find out how they're born. 


Once I understood that Little 
Town Hero is, at its heart, a simplis- 
tic card battler RPG, | was able to 
grasp its aim. Battles start you off 
with several ideas that the game 
calls "Izzits." You also start off with 
some power that can be spent on 
turning Izzits into "Dazzits" that can 
be used in battle. Red Dazzits attack, 
Yellows defend and Blues perform an 
action. The numbers on a Dazzit cor- 
respond to how much damage it can 
cause, as well as how much it can 
sustain before breaking. 

All combatants have three hearts. 
After the first few battles, "Guts" are 
added, acting as an HP barrier to 
your life hearts. Dazzits battle each 


Ө Keyword Menu 


other in turns, and an "All Break" is 
attained if all of the enemy Dazzits 
are broken. Then a chance turn takes 
place if you planned ahead well 
enough to have an attack ready, or 
you get a "Brainpower" point (or BP 
point) if you don't. BP points are 
important because they allow you to 
swap an Izzit out or replenish your 
ideas. When you lose a heart, all 
ideas and Guts are replenished, but 
it is something to try to avoid. 
Enemies also replenish Guts after 
losing a heart, contributing greatly 
to the length of each battle. 

There are two issues | kept 
running into in battle. First, the 
game doesn't allow you to organize 
your Izzits before battle, instead 
giving you random Izzits to work 
with. Enemies focus on attacks, and 
can have many attacks available to 
them even early in a battle. | incor- 
rectly assumed that the game gives 
you Izzits sufficient enough to 
counter the enemy Dazzits in each 
turn, but found that isn't the case. 
Second, if you do not have enough 
power to make enough Dazzits, you 
can only pick the "Struggle" option 
which can randomly cause weak 
damage but always has you taking 
damage. One enemy turn can wipe 
you if you have limited Dazzits and 
limited power. Your available power 


GAME FREAK T 


charges throughout the battle, so 
you tend to start off each battle 
weak — but the enemy also gains 
strength. You get Eureka points for 
winning battles that allow you to 
power up your Izzits, but that only 
gets you so far. 

Because the battles are incredibly 
time-intensive, with some lasting 
over half an hour or more, the con- 
sequence for not mastering the 
battle system early on is your time. I 
get very frustrated when games 
waste my time, and | felt this was 
one of the worst offenders I'd come 
across in a while. 


Losing late in a battle because 
you've run out of Izzits is devastat- 
ing, and because you feel like you're 
always backed into a corner, experi- 
mentation is too much of a gamble. 
Playing conservatively — which is 
instinct in this situation — can be 
your downfall. It seems the game 
sometimes rewards wild gambits, 
but | was also readily crushed for 
rolling the dice. 

A hint can be revealed after 
losing, but it's often a reminder of 
something you already knew. It's 
conceivable that I'm just bad at card 
battlers, as | have limited experience 


with them — but the battles gener- 
ally felt lopsided, and rarely in my 
favor. 

The game has you practice tactics 
by battling Matock — who you're 
forced to battle far too many times — 
but the monsters are operating on a 
much higher level than him, so I 
never gleaned much from those 
encounters. NPCs can help in battle 
by unlocking Izzits, attacking, curing 
you or performing some other 
action, but often the new elements 
received in battle are useless 
because of their costliness. The deck 
just seems stacked against you, and 
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while that can be a fun challenge to 
overcome, it was too difficult and 
noticeable early on. 

It’s a pity that Little Town Hero 
felt so unfair and that the battles 
were an unworthy use of my time, 
because the plot and the Toby Fox- 
composed soundtrack are engaging, 
and the game in general is full of 
great stylized design and charm. If 
Game Freak simply tweaked the 
battle system to run a little faster 
and be less rigged, the game could 
really shine. But | admire them for 
the effort of trying something 
outside of Pokemon! — BRETT 
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ου with a Jetpack! 


DEVELOPER 7LEVELS' FIRST game on the Switch was Castle of Heart, a 
classic action platformer that put the player in control of a cursed knight 
turned to stone. The title provided some fun and had a nice look, but it was far 
from the best platformer available on Switch. 7Levels acknowledged the game's 
faults, and promised to take everything learned from that experience and 
apply it to their next project, Jet Kave Adventure. That sophomore effort is now 
available, and while it's definitely an improvement over Castle of Heart, it could 
still do with some more TLC. 

Jet Kave Adventure swaps out Castle of Heart's cursed knight for a prehis- 
toric protagonist named Kave. The is once again an action platformer, but this 
time we get a much more arcade-like experience. You'll follow Kave as he takes 
on a journey filled with dinosaurs, perilous platforming and even aliens! As a 
matter of fact, those aliens provide Kave with his most unique gameplay 
mechanic: He manages to snag a futuristic jetpack that the aliens leave behind, 
and straps it on to reach new heights. 

Jet Kave Adventure feels like a throwback to the days of '905 arcade plat- 
formers. If you're familiar with games like Joe & Mac, you should find yourself 
right at home with this title. It's an extremely straightforward experience, 
which isn't necessarily a bad thing. Kave's jetpack is definitely the most inter- 
esting twist, as it can be used to activate a double jump, alongside a huge 
boost to access platforms that are otherwise unreachable. Outside of the 
jetpack mechanic, your platforming will consist of the usual running and 
jumping, with a few simple baddies and bosses thrown in. 

Again, Jet Kave Adventure is very much a by-the-numbers title, and that 
might be just what you're looking for. If you want something that feels like an 
old-school platformer, albeit with visuals more in line with today's titles, Jet 
Kave Adventure could be for you. If you want a platformer that tries to do 
something new with the genre, or that offers up pitch-perfect mechanics and 
engaging locations, Jet Kave Adventure isn’t going to do the trick. This is a 
no-frills platformer that is likely to leave some players looking for something 
more. 

Unfortunately, there are a few areas outside of the ho-hum design that drag 
Jet Kave Adventure down a little bit more. Kave himself feels a bit too fast for 
the gameplay, as he really barrels ahead with just a slight push of the joystick. 
Having his speed slowed down could have gone a long way toward making the 
platforming more enjoyable. As it is, you kind of speed through the stages. On 
top of that, it seems the jetpack mechanic can be a bit fickle when going for a 
double jump. Sometimes the jetpack just doesn’t fire, and it has nothing to do 
with the cooldown or limiter gauge. But both of these misfires 
could be patched, so let’s hope that happens in the future. 

Jet Kave Adventure — not a bad experience, but not a 
memorable one either. — KEVIN C. 
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The OG Match-3 RPG 


“YOU ARE VICTORIOUS!” 

That vocal positive reinforcement, earned by completing a level in Puzzle 
Quest, has been etched into my brain since 2007. I’ve played hundreds of hours 
of Puzzle Quest on the Nintendo DS for the past decade and change, and 
there’s a reason why D3 Publisher has ported the classic to pretty much every 
platform possible since: It's great! Created before match games became passé, 
there’s so much heart and uniqueness to Puzzle Quest that the series just 
refuses to die. So sure, l'Il play a few hundred more hours on Switch! 

You've probably played a ton of "match three" games before, but this turns 
the genre on its head. Threaded through a high fantasy theme, Puzzle Quest is 
like a mix of classic match games and Puzzle Fighter, as pretty much every 
round is a direct conflict with another NPC or player. Your job is to match gems 
together to form combos, triggering different types of gems for different 
yields. Color Gems earn you mana of that color to cast spells, Skulls directly 
damage opponents, Gold earns you cash to buy items with later and Purple 
Stars unlock experience points (which you also get by winning a battle). 

But all throughout, RPG elements take charge. The highest Cunning rating 
goes first, which is extremely tabletop-oriented in a glorious sort of way. Your 
mana skills can be adjusted through leveling up, as can your attack rating, and 
equipment can impact certain stats or grant you abilities (like resilience). Your 
build and your class actually matter, which is a far cry from most mindless 
match games. The same goes for downtime: You can jump into a new fight if 
you wish, or go grab some permanent upgrades at the citadel, head to the 
tavern for some gossip and lore, and so on. It's crazy how much "quest" is 
actually in Puzzle Quest. 

That said, you can play it mindlessly if you wish. Skill is king in Puzzle Quest, 
so creating enough matches (if you score a match four or higher you get an 
instant extra turn) will garner big rewards, as will riskier plays like setting up 
combos. It's an interesting dynamic! Since both you and your foe share the 
same board, there are myriad instances when you're itching to trigger a huge 
combo and then have it sniped at the last moment — and when you see a move 
that your opponent hasn't, you could cut the amount of tension with a knife. 

The theme is also the reason why this series has lived on for so long. Not 
only is the art warm and welcoming, but it constantly tries to keep things inter- 
esting with new designs and locales as you explore the kingdom. The score is 
equally fantastic in more ways than one, and will keep drilling its way into your 
ears for weeks to come. 

Think of Puzzle Quest: The Legend Returns as the definitive edition of a 
game that defined an era. With all DLC to date included (plus 
extra content in the form of a new chapter called "Attack 
of the Golem Lord") you have a long, long road ahead of 
you — but thankfully it's still portable! — CHRIS 
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An Xbox Hit Made Even Better on Switch 


IN CASE YOU haven't noticed, 
Microsoft and Nintendo have been 
playing nice lately. 

With the PS4 clocking in at 
roughly 100,000,000 served, Sony 
has a nice lead in the console race, 
and everyone else is starting to take 
notice. The partnership between the 
Big N and the Big M kicked off in 
earnest last year with the Minecraft 


"Better Together" update (which spe- 


cifically had cross-promotion 
between the two on various social 
media platforms), but no one could 
have predicted an even bigger 
prospect: cross-platform exclusives. 
For four long years Microsoft has 
held the exclusive console rights to 


Ori and the Blind Forest, and now 
that hoarding period is done. One of 
the best Metroidvanias of all time is 
now available on Nintendo's portable 
Metroidvania machine, and it’s a 
must-play situation. When Ori and 
the Blind Forest launched, it was a 
near-perfect game, and the arrival of 
the "Definitive Edition" update in 
2016 (with a new zone and some 
extras) was the last missing puzzle 
piece it needed. Switch owners are 
getting everything in one bundle. 
"Are games art?" is a tired con- 
versation that never should have 
started (of course they are!), but if 
we were going to bring it up again, 
Ori would be a great start. Sure it’s a 


Metroidvania platformer at heart, 
but it’s beautiful inside and out, 
mechanically and aesthetically. You 
ever played one of those games with 
a killer title theme that you just want 
to sit and listen to? That’s Ori. The 
same goes for its ghostly colorful art 
style and detailed animations. 

The eco-conscious narrative (that 
never feels too preachy) is part of 
the reason for said beauty, as the 
titular Ori attempts to right the 
wrongs of the denizens of the forest 
and set it back on track. It seems like 
at every turn there's a new critter to 
meet (good or bad), but the real star 
is the forest itself and the stunning 
backgrounds. 


It’s more than just a pretty game 
— it plays well too. Ori’s jumps are 
responsive, as are the little bolts of 
light that serve as the game's 
(spammable) projectile. While you 
won't have a lot of tricks up your 
sleeve at the start, the game has a 
slow-burn ramping mechanic for its 
powers, as you farm up XP to unlock 
new ones through combat and explo- 
ration. 

In just about every respect, Ori 
benefits from simplicity. Three trees 
(health/mana, traversal, aggression) 
streamline character builds to the 
point where nearly anything you 
acquire is useful, and it onboards 
you at every step of the way to 
ensure that you aren't lost. Veteran 
platformer fans will revel in the "One 
Life Mode," as well as the chance to 
skip cutscenes if you've already 
played it before. Collectible transpar- 
ency also begs you to unlock that 
coveted 100% completion rate. 

Even though I'd already replayed 
Ori for the fifth time last year, when I 
heard it was coming to Switch, I 
wanted to run through it all over 
again without question! — CHRIS 
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Inti Increases the 


WITH MEGA MAN thought to be 
dead and buried, Inti Creates would 
move on from their work on such 
titles as Mega Man Zero and Mega 
Man ZX to create a new action series 
in a similar vein. Titled Azure Striker 
Gunvolt, the main gameplay hook 
was that you would not use your gun 
to take out enemies, but rather tag 
them, then let your telekinetic elec- 
trical powers do the work for you. 

It was a neat enough hook — but 
then came the sequel. Azure Striker 
Gunvolt 2 introduced the eponymous 
hero's less-than-friendly rival, Copen, 
as a playable character in his own 
right, and what Copen brought to the 
table was dynamite. Most easily 
described as a sort of "reverse 
Mighty No. 9" (in the best possible 
way), Copen would dash into foes to 
tag them before, like Gunvolt, letting 
his gun do all the work for him. 
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Throw in lots of multi-directional air 
dashing and bouncing off the walls, 
floors and ceilings, and Copen 
provided a far more kinetic experi- 
ence than his azure-clad counter- 
part. 

It's just a shame that he had to 
share the spotlight with Gunvolt, 
instead of having an adventure all 
his own. At least, those must have 
been Inti's thoughts (echoing my 
own), as now we have an all-new 
entry that stars Copen exclusively. 

Gunvolt Chronicles: Luminous 
Avenger iX sends Copen (also known 
here as the eponymous iX) out on his 
own, and it is good. You'll fight your 
way through a number of stages, 
taking on bosses (with unique 
gimmicks and characterizations that 
never quite get the chance to 
blossom as much as they could), all 
while defending the last of human- 
kind from their aggression. If that 
sounds familiar, it is indeed quite 
Mega Man Zero-ish — right down to 
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adapting their distinct powers into 
your own weapon systems upon their 
defeat. 

Speaking of Mega Man Zero, 
Luminous Avenger iX doesn't quite 
feature that game's legendary level 
of brutal difficulty throughout, but 
there are some unfortunate difficulty 
spikes. I kind of stink at the game (at 
least, going by my end-of-level 
scores), but | was able to get through 
relatively unhindered for the most 
part. Fortunately, there are no lives 
here, so you can keep throwing 
yourself at whatever stands in your 
way until you eventually break 
through. 

unfortunately, the game sets you 
up with a "prevasion" maneuver 
which, when used properly, effec- 
tively negates damage received — 
that is, until you reach the last boss, 
who is only too happy to bypass the 
technique and curb stomp you into 
oblivion, forcing you to alter your 
entire playstyle in the 11th hour. 


You're given an option (besides "git 
gud") to help overcome this — but 
that option is grinding. And even 
using the item that nabs you a 
handful of credits with each enemy 
you defeat, the astronomical prices 
on many of the upgrades mean you'll 
be grinding for quite a while. 

Even so, it may well be worth it, 
depending on how you feel about the 
rest of the package. The graphics are 
great, with Inti's exquisite pixel art at 
the fore, while the backgrounds 
remind me of the kind of stuff latter- 
day SNK has produced. The music is 
also quite good, just maybe not quite 
as earworm-y as you might expect 
from something with Mega Man's 
DNA — though Lola's vocal songs 
stuck with me a bit more after 
turning the game off, and the last 
stage did have a nice vibe reminis- 
cent of Bionic Commando. 

Allin all, Gunvolt Chronicles: 
Luminous Avenger iX is a great 
game, even if the difficulty feels a 
little lopsided. The only other caveat 
I'd add is to recommend against 
playing with an original Switch Pro 
Controller (the one without a D-Pad 
pivot). That really did my directional 
air dash aiming no favors. — DAVID 


122 ISSUE #43: DIVISION IN THE RANKS 


Everybody Plays The Fool Sometimes 


THERE'S SOMETHING SO playful, 
raw and euphoric about dancing in 
front a mirror. Sayonara Wild Hearts 
captures that feeling perfectly with a 
pop music fever dream of a game, 
where one moment you're riding a 
motorcycle and the next you're flying 
or holding on to a stag. 

The universe has been thrown 
into disarray because of the sorrow 
of our heartsick heroine, "The Fool." 
To bring back balance, she must 
travel through neon-lit landscapes of 
purples, pinks and blues. Probably 
obviously, this leads our avatar 
through her own melancholy. 

Sayonara Wild Hearts also lifted 
me up during a pretty miserable 
month. Not only did | deal with what 
felt like a never-ending cold, but my 
toddler daughter battled a sinus 
infection and my mother was diag- 


nosed with cancer, previously in 
remission. So | needed an upbeat 
escape. 

This game delivered just the right 
medicine from the start with a head- 
nodding title screen. While techni- 
cally a rhythm game, Sayonara is 
more about following a flow of 
hearts dispersed on roadways and in 
the sky. You navigate behind the 
heroine in a manner similar to an 
arcade racing game as she jumps on 
various modes of transport — though 
predominantly a motorcycle. 

There are timing aspects where 
you're awarded Perfect, Good and 
OK feedback indicators. Plus, each 
level offers three scoring ranks. But 
Sayonara focuses much more on the 
journey, even letting you skip a par- 


ticularly tricky section. It's all about 
surrounding yourself in the dreamy 
pop music. 

And boy, the soundtrack doesn't 
disappoint! For instance, the song 
"Doki Doki Rush" never fails to get 
my blood pumping, while "Fighting 
Hearts" begs you to sway your hips. I 
grinned throughout most of the 
game thanks to the music, and I'm 
continuing to listen to Sayonara's 
soundtrack days later. 

Less memorable are the boss-like 
encounters. At one point you're 
tasked with avoiding a three-headed 
mech wolf that fires missiles at the 
heroine. The game delivers on the 
spectacle, but everything feels pretty 
similar. There's not much diversity 
throughout the experience, in other 
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words — though this doesn’t become 
too much of a drag because of the 
game's short length. 

This will probably be the dividing 
point for many. My time with rhythm 
games has huge gaps and holes. The 
last one | remember trying to like is 
HarmokKnight, possibly? Or | guess 
we should count Cadence of Hyrule? 
Either way, I'm unsure if a couple of 
hours and Sayonara's somewhat 
relaxed timing mechanics will speak 
to a certain segment of the audience. 

But for me, this colorful escape 
couldn't have come at a better time. 
The music resonates with me so 
much that I’m even revisiting levels 
to see if | can pull off a gold rank. It’s 
doubtful ГИ accomplish that, but 
sometimes it's more about the 
emotions evoked than the nitty- 
gritty of the button presses. — EVAN 
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Switch Blocks on the Switch! 


IT HAD TO happen eventually! WayForward's Mighty Switch Force! Collection 
finally brings the series to the console with which it shares a part of its name, 
and as collections go, this one is pretty streamlined. That doesn't mean there 
might not be anything new for fans of the series here, however, depending on 
how you like to partake of the hobby. 

Four games are featured in this low-priced package, the first of which being 
the original Mighty Switch Force!, which debuted on the Nintendo 3DS in the 
eShop all the way back at the tail end of 2011. As Officer Patricia Wagon, you're 
charged with hunting down and capturing the escaped convicts know as the 
Hooligan Sisters as they hide out across Planet Land. You're armed with an 
energy pistol, which can handle the various baddies the sisters throw your way, 
as well as the Siren Helmet, which can "switch" certain blocks and background 
objects from "off" to "on" positions. Just be careful not to get in the way of the 
wrong objects when you switch them on, or else Officer Wagon will get a close- 
up view of the other side of your screen! 

The following year, WayForward released Mighty Switch Force! Hyper Drive 
Edition for the Wii U. This remake of the original Mighty Switch Force! upgraded 
the graphics from pixel art to something a little more high resolution-y, as well 
as remixing some of the original stages in the process. 

In 2013, Wagon returned to her old 3DS stomping grounds with Mighty 
Switch Force! 2, albeit with a slight change in career. With the Hooligan Sisters 
now rehabilitated, Patty swapped out her peacekeeping pistol for the "Infinity 
Dousing Apparatus" — in layman's terms, a firehose with infinite water. She'll 
need it to douse flames and blast away muddy blocks as she works to extin- 
guish raging fires and rescue those in pyro peril. 

If you've been an avid Nintendo player and WayForward fan, there's a good 
chance you've played everything here thus far. However, depending on your 
console brand fealty, that's where this next entry shakes things up a little bit. 
For the first time ever on a Nintendo console, Mighty Switch Force! 
Collection brings with it Mighty Switch Force! Academy. Previously exclusive to 
the PC on Steam, Academy takes us back to Cadet Wagon's early days with the 
Force, sending her through a series of holographic endurance courses gone 
haywire. Shaking things up is the fact that not only is the camera zoomed out 
so that the entire level is now visible on-screen at once, but also the new reality 
that up to three other players can join in the fun. 

Beyond that, there's not much to this collection, particularly if you've played 
everything before. No galleries, no sound test — it's a pretty straightforward 
compilation of the series, ported to the Switch as faithfully as the hardware 
allows (read: no 3D effects or second-screen radar). The games 
themselves aren't particularly long, either, with under 80 
levels spread across the four titles. But at what amounts 
to $5 a pop (less if you find it on sale), that's still a 
pretty good deal! — DAVID 
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Picross in an RPG! 


| FIRMLY BELIEVE that due to its clever logic puzzles 

and easy-to-understand gameplay, Picross is one of the finest 

puzzlers out there (sorry, Sudoku!). But while the Picross-e series has been con- 
sistent for logic-based fun, their similarities and sterile presentation can give 
the games a somewhat generic feel. 

Enter small studio NanoPiko with PictoQuest! Billed as a puzzle game "with 
light RPG elements," PictoQuest hit the ground running as a stealth eShop 
release in August. As usual, you'll be filling in squares using the provided 
numbers as clues, and when you reveal the full puzzle, you get treated with a 
nice bit of pixel animation. Thankfully, the core nonogram gameplay feels solid, 
with precise controls and a decent number of well-made puzzles. 

But the real draw, of course, is the RPG aspect of the title. Ultimately, it's . . . 
well, fairly subtle. Some puzzles will present a set of enemies in the corner, 
with each having an HP bar and an attack meter. The attack meter gradually 
fills as time passes, and once it reaches its limit, the foe will damage you for a 
chunk of your health. One cool aspect of this feature is that solving parts of the 
nonogram will not only chip away at your foe's HP, but also lower its attack 
meter, prolonging your survival. There's a small strategy element of switching 
your target over time to keep the monsters in check and minimize damage. 
ultimately, though, this concept amounts to little more than a glorified timer — 
it is very much a "light RPG element!" 

Each stage is presented to you with an overhead world map, although this 
too is mostly window dressing, as it's very linear and there isn't much to do on 
the map besides choose puzzles. A few NPCs pepper the landscape, but they 
simply challenge you to an earlier puzzle with a new condition (such as not 
making any mistakes), usually with a free item as a reward. 

The items come into play as selectable one-time-use objects that can do 
things like reveal a few squares to fill or restore some health. Purchasing items 
can be done with the gold you acquire from each battle. | love the idea of col- 
ecting currency in a game like this, but the rewards were fairly meager — only 
once it started introducing permanent upgrades in the form of additional 
hearts did I feel that drive to get more gold. 

My quest through these puzzles was enhanced by the game's lovely visuals 
and music. The character and monster designs are cute and colorful, as is the 
pixel work, and the soundtrack provides a nice balance of catchiness without 
being overbearing while you rack your brain. 

PictoQuest is a cool little puzzler for those who want something with more 
personality than the usual Picross game. | wish they'd pushed the RPG aspect 
further, as it ultimately has very little effect on the gameplay. Fortunately, the 
medieval setting and good presentation still provide a nice backdrop. ! bought 
this game on a whim when it released — and I'm glad I did. It's fun and cute, 
even if it plays things a bit more safely than Га like. - MATTHEW T. 
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Metal Geese Solid 


*HONK* 

From the moment I first saw its 
first trailer, | was instantly sold on 
Untitled Goose Game. That debut 
video simply presented a goose 
approaching a garden, breaking in, 
then terrorizing its groundskeeper. 
This goose was — to put it simply — a 
jerk. 

Essentially, that’s the premise of 
the game: Be a menace to all the 
humans you find and create new and 
interesting ways to ruin their day. (A 
goose is, perhaps, the best fit for the 
role, as geese in real life are equal 
parts cute and nuisance, as anyone 
who’s encountered one will agree.) 


Each area has a checklist of 
devious activities, and each item on 
that list represents a puzzle to solve 
to achieve a nefarious end. At its 
heart, this game is a stealth/action/ 
comedy/puzzler — but that heart is 
dark and cold. You play the goose, 
and, therefore, you play the villain! 
Each task feels less like a chore and 
more like a setup for a gag, and the 
payoff is always worthwhile. There 
are no time limits (until specific 
missions kick in) and no conse- 
quences. The goose sometimes gets 
chased off, but it’s never harmed. 
The premise is unique and absolutely 
brilliant. 


| challenge anyone to play this 
game and not laugh out loud. 

The controls are simple: You can 
grab things with your beak, spread 
your wings, lower your neck and, as 
advertised, there is a dedicated 
button just to honk. It’s limited, but 
you'd be surprised how much trouble 
this goose causes with just those 
actions! There are so many great 
moments that I will not spoil them 
for you (but I really want to because 
they're fun to recount!). The last 
mission is also amazingly clever and 
challenging, and brings the culmina- 
tion of the experience to a satisfying 
end. 

There's the garden, a street with 
shops, a couple of backyards, a pub 
and the last area. Each has around 
10 tasks to tackle and there are 
secret tasks as well. Four large areas 
and a small fifth just isn't enough for 
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a goose this sinister! | wanted a full 
bustling city to terrorize! 

The style lends itself well to the 
playful mayhem of the entire presen- 
tation, and there are so many 
objects and beings to interact with 
you'll never be bored while playing. 
Each object can be used in myriad 
ways throughout the adventure, and 
each seems to play differently 
depending on its surroundings and 
who's interacting with it. Dragging 
objects from the start to see how 
others react to them in later areas is 
fun and sometimes necessary. 

It's important to note that while 
some pretty terrible things happen 
to the people the goose interacts 
with, none of it crosses the line. You 
may end up feeling bad for the 
townsfolk, but no real harm comes 
to them, making it a safe sandbox to 
mess around in. It was great for my 
whole family to participate in, and 
we all tried to figure out how to 
make certain things happen. It's also 
fun just to waddle around with the 
egotistical air of a degenerate goose 
and honk at people to see how they 
react! 

Go ahead and treat yourself to a 
delightful afternoon of spreading 
havoc all over a quaint town. You 
won't regret it! — BRETT 
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MY INTEREST FOR Mario Kart Tour went from 
100 to zero very quickly. While the idea of a mobile 
Mario Kart game was interesting at first, the dis- 
covery that it would be run by a Gacha (gambling) 
element that granted racers was dubious. Sadly, 
Nintendo has doubled down since then, and that 
race for money has directly impacted the game. 
There actually isn't a whole lot of real "game" here, 
but we'll discuss it up front anyway before we get 
to the monetization model that sends this whole 
house of cards crashing down. 

Mario Kart on mobile works about as well as 
you'd think, as speed deviation is taken care of 
automatically. Basically, you tap a portion of the 
screen to turn left or right, then swipe up or down 
behind your racer to throw items ahead or behind 
you respectively. While the turning radius is very 
finicky, it's good enough, and drifting and boosting 
work kind of like the original, albeit with less direct 
control and less leeway. Tapping and holding from 
the "2" count will grant you a rocket start, and 
that's basically all you need to know. Again, you'll 
be fighting it at first, but it technically works. 

Like recent iterations, Tour adopts the Mario 
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Kart 7 approach with the trifecta of racing types: 
land, sea and air. The former is where you'll be 
spending most of your time, sea sections are a little 
more floaty (and often more impressive on a tech- 
nical level) and the latter offers a way to dole out 
tricky jumps and more unique track layouts. It's a 
formula that Nintendo seemingly has no intention 
of abandoning, and the mix of tracks in Tour mostly 
take advantage of it the same way Mario Kart 8 did 
before it. Cups cycle in and out every few weeks, 
which has the benefit of offering fresh new levels, 
but the negative of having fewer levels to play at 
any given time once you've exhausted them. 

Sadly, Mario Kart Tour does not support multi- 
player at the time of this review (it's coming in an 
update), which is especially troubling since the 
game currently tries to trick you into thinking 
you're actually racing with other people. Upon 
starting a race, it'll faux "look for players" and then 
send you off with a bunch of characters with actual 
registered usernames. But that's not the biggest 
blunder. If Mario Kart Tour launched as a fully- 
fledged, premium game with just one monetization 
strategy, it probably would have been fine. But 
Nintendo opted for every single one of them. 

In an near-unprecedented way (even further 
than the already distracting monetization efforts 
with cute creatures in Animal Crossing: Pocket 


Baby Peach 


Bubble 


Kick back and relax as this 
bubble floats you around. But 
beware the sudden pop! 


bile Money-Grabbing 


Camp), Mario Kart Tour takes the idea of cartoon 
character gambling to the next level. Among "daily 
log-in bonuses," the first in-your-face concept is 
Gacha gambling, which is done by firing off slot 
machine pulls by way of the iconic green pipe from 
the Mario series. It's literally the mystery box from 
The Simpsons or the Mystery Door of Let's Make a 
Deal. You could get a shiny new racer you love, or it 
could Бе... a brand-new parachute! 

What karts you get and what parts you own 
directly influence how well you do on a few score 
attack-heavy stages. So if you need a super high 
score and you happen to have pulled a 196 drop 
racer, you're going to have an easier time clearing 
it. In my case, to get the highest score for specific 
races, I'm forced to pick, say, Bowser. 

It sounds dramatic, but | have never picked 
Bowser in the 27 years I’ve been playing Mario 
Kart, so counter to every Mario Kart game before 
it, this game is basically telling me to play as a 
certain racer "or else." It got to the point where it 
just wasn't fun anymore having to just pick 
premium or boosted characters to accomplish 
specific goals (one "feature" is "favored courses" 
for each driver, kart or glider, which can unlock 
more item slots or garner more points just for 
using them). When characters start doubling up 
with "Kimono outfitted" versions, you know you've 
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hit the point where they're just shoving stuff in the 
game to justify more Gacha pulls. | probably 
wouldn't have even bothered with this "favored" 
system in a full premium Mario Kart game where 
all of the content was unlocked up front for one 
price. 


Nintendo also toys with you when requesting a 
specific currency. If you need Gold (which can be 
used to buy rotating content at exorbitant prices), 
you need to pay Rubies (the main premium 
currency, which is also used to gamble) to drive 
around in Coin Rush mode for the chance to earn it. 
Nintendo and the powers that be smartly obscure 
Ruby purchases by charging $1.99 for three of 
them, when five are needed for a slot machine pull. 
A pack of 10, which nets you two pulls (nine Rubies, 
with one "generous" bonus Ruby to be exact!), is six 
bucks. 

It was bad enough cramming Gacha elements 
into Mario Kart Tour, but the game also arrived with 
a $4.99 paid subscription option that unlocks 
200cc, among other digital trinkets. This is above 
and beyond what Nintendo has done in the past, 
and the ripples of the "failure" of Super Mario Run 
are still being felt. Nintendo could have been the 
guiding light for the mobile industry and course- 
corrected after one misstep. They could have been 
the big name studio that went, "Hey, mobile games 
should demand a premium price for a premium 
game." 

In fact, a game like Super Mario Run could have 
been the perfect title for Apple's Arcade initiative, 
which grants access to a suite of 100* games with 
no microtransactions for $4.99 a month. But they 
didn't do that. Instead, they opted to pack micro 
on top of micro on top of a subscription 
service for a game about a cartoon plumber 
racing his friends. When the bulk of my time 
spent playing Mario Kart Tour is scrawling 
down algebraic equations to see how much I 
can possibly play the game without spending 
money, you know there's a problem. 


Now, all of this could change, because mobile 
games can be updated in an instant and are inher- 
ently fluid. However, based on the state Mario Kart 
Tour launched in, | wouldn't recommend investing 
any time or money in what might be Nintendo's 
worst mobile release yet. 

| sincerely hope that that investors see this as a 
wake-up call that's harmful to Nintendo's long-term 
reputation. — CHRIS 
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" Hehe! I'm Liza, a Psychic-type 
Pokémon Trainer! And I'm a twin! 
My brother and | are Gym Leaders. 
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Triple the Tr OU ble POKÉMON MASTERS 


AFTER A FEW years of fairly regular play, | finally 
decided that | had seen enough — Pokémon GO had 
to go. Ра been there at the beginning, when the 
whole world seem to go crazy for the game in the 
summer of 2016. I'd stayed somewhat consistent 
since, firing it up to catch a critter or two here and 
there each week until the beginning of 2019. But 
when I finally earned enough Magikarp Candies to 
be able to evolve a Gyarados, | decided that was it 
for me. That was my moment of completion. | won. 

I think you have to set your own win condition in 
these kinds of ongoing mobile games, or else you'll 
just be stuck in a cycle with them forever — or until 
they get delisted from the App Store or their 
servers turn off. The neverending slog of GO just 
got to be too interminable for me. What I really 
prefer when playing Pokémon games is a defined 
end point — a story І can see through to comple- 
tion. Luckily, that's exactly what Pokémon Masters 
offers. (Sort of.) 

While Pokémon GO continues to chug along and 
add more and more monsters to stumble across 
out in the wilds of your neighborhood, Pokémon 
Masters is a new, self-contained, story-driven expe- 
rience. In it you become a Trainer who travels to 
the new Pasio region alongside your loyal Pikachu. 
Once there you decide to enter the Pokémon 
Masters League tournament — a "best of the best" 
battling competition that has drawn major names 
from around the Pokémon world. Brock and Misty 
are here, representing the Kanto region. Sinnoh 
Champion Cynthia is in attendance. Rosa from 
Unova makes your acquaintance early on, and you 
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continue to encounter famous faces from past main 
series Pokémon titles everywhere you turn. 

In fact, it's these human characters that are the 
stars of the show in this Pokémon game. The 'mons 
are there, but are always secondary to the humans 
with whom they've teamed up. Every Trainer only 
has one Pokémon in this game, actually — and 
together, the one man/one 'mon duos are referred 
to as Sync Pairs. 

You and your Pikachu are a Sync Pair. Brock and 
his Onix are another. Misty gets paired with her 
Starmie (sorry Psyduck), Rosa's got a Snivy and so 
on and so forth. A few of the humans have partners 
who can evolve (either normally or temporarily, 
Mega style), but for the most part each character 
you encounter has their one monster ally and that's 
it. 

Perhaps the 1:1 ratio is what has made the 
humans feel so much more prominent this time? 
When the mainline games give major characters 
full teams of as many as six Pokémon at a time, the 
human gets lost in the noise. Here, it's easier to 
appreciate them. 

And to get to know them! You'll befriend several 
classic characters as you progress through the tale 
that unfolds in Pasio, moving chapter by chapter 
through a storyline that alternates between simple 
conversational cutscenes and the core of the 
gameplay design: three-on-three Pokémon battles. 

You and two of your human pals all send your 
Pokémon into battle at the same time, and you're 
almost always up against an opposing force of 
three foes as well. The battles are much simpler 
than in the main games, as each Pokémon has just 
one move to start with (they learn more later), and 
each enemy has exactly one weakness that's always 
displayed right above their head. You can target 


just one opponent at a time, and you have to wait 
for a cooldown timer to reactivate your moves after 
you launch them. (There's a lot of downtime.) | like 
the strategy of shifting between targets and alter- 
nating between your side's available attacks too, as 
well as the teamwork of working as a trio. Onix in 
trouble? Pikachu can toss it a potion! 

... And now the dreaded deathblow to my long- 
term interest, | fear: the Gacha system. As with Fire 
Emblem Heroes and Mario Kart Tour, new Sync Pair 
recruiting opportunities are available via gambling 
with real-world cash. I'd hang my head in shame 
again, but thankfully the system here doesn't seem 
nearly as bad as in those others. You get a whole 
lot of Gems for free just by playing through the 
story, and you also automatically recruit several 
new playable partners and their Pokémon by pro- 
gressing the plot as well. 

After a few days of play | did reach a point that 
felt like a paywall — like I'd need to fork over cash 
to buy a bunch of level-up items to power up my 
team if | wanted to keep going. But I resisted that 
urge, simply tried again and got past that point 
with earnest effort and strategy. So it feels like 
Pokémon Masters is more of a free-friendly mobile 
game than its predecessors in the Nintendo-aligned 
app space. I might just keep it around for a while in 
order to keep experiencing its story! 

«.. Which might not have 
a defined end point, to 
be honest. New story 
chapters are being 
added in the future! 
So | may never roll 
the credits — but it 
feels more winnable, 
at least! — LUCAS 
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XENOBLADE CHRONICLES: 


DEFINITIVE EDITION 


But did it come to America? No. pushing it all the way to the #1 best- 


THE SWORD THAT Zacian keeps 
gripped in its teeth seems formidable, 
to be sure. The Legend of Zelda series 
has reinforced time and again the 
incredible might of the Master Sword. 


And Fire Emblem? It's a brand abound- 


ing with beautiful blades to brandish. 
But if | had to choose the all-time 
greatest sword in the history of all of 
Nintendo's many different IPs, | don't 
think I could pick any weapon other 
than the Monado. If for nothing else 
than it's the Xenoblade — the sword 
that inspired an entirely new Nintendo 
IP all on its own! 

Even if you've never played any 
game in the Xenoblade Chronicles 
series, you're probably still familiar 
with the form and function of the 
Monado from its appearance in the 
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Super Smash Bros. series. Wielded by 
Shulk, it’s a mysterious artifact of 
immense — and changeable — power. 
It can shift into several different 
modes to embue its bearer with wild 
abilities like enhanced speed and 
strength, or even clairvoyance to see 
into the future! The desire to discover 
its origins, and the fact that Shulk 
alone seems capable of wielding it in 
battle, help set up the story in the 
opening act of the first Xenoblade 
adventure. 

But its importance is even greater 
from the perspective of our world. 
Here, "Monado" was the name origi- 
nally given to Xenoblade Chronicles. 
"Monado: Beginning of the World" in 
full — that was the title under which 
the epic Wii RPG was revealed over a 
decade ago, in June 2009. It launched 
in Japan the following June, then was 
localized for Western release in both 
Europe and Australia in 2011. 


T 30 ISSUE #43: DIVISION IN THE RANKS 


Not at first, any way. 

We've praised the career of Reggie 
Fils-Aime plenty in these pages, but he 
and the rest of the decision makers at 
NOA totally botched the rollout of the 
Xenoblade series as a whole eight 
years ago by not immediately bringing 
Shulk's adventure to the States. They 
didn't think it would sell well enough, | 
suppose? But I'm still as mystified 
about their reluctance to release it 
today as | was back then, because the 
localization was complete! It was in 
English already! They just needed to 
print more discs! 

... Anyway. A fervent fan campaign 
ultimately convinced Reggie and the 
rest of the Redmond gang to change 
their minds — in part because of the 
power of "Monado." Amazon had 
created a listing for the game under 
that original name when it was first 
announced, and the listing was still 
active and able to take in pre-orders 
when NOA got sheepish and said they 
wouldn't be bringing it to America 
after all. Fans swarmed onto that 
product page and pre-orders soared, 


selling video game on Amazon. Well, 
after an outcry like that — fueled by 
real dollars, mind you — NOA couldn't 
very well continue to ignore the fan 
demand. Though it was given a limited 
release, Xenoblade Chronicles was at 
last officially released in America in 
April 2012. 

OK. Why the history lesson? Well, 
because Nintendo of America now has 
a chance to right their wrongs from 
eight years ago. The first Xenoblade 
Chronicles is coming back again — this 
time as the fully visually reimagined 
Xenoblade Chronicles: Definitive 
Edition. 

And | know! I know. This isn't the 
game's first encore appearance. After 
its small physical print run on Wii, it 
did get re-released as a downloadable 
title on Wii U just a few years ago. And 
before that it got an ambitious port to 
the New Nintendo 3DS hardware as 
Xenoblade Chronicles 3D. But even 
with three different versions out there, 
taking all of their limitations in reach 
into account — the small number of 
copies printed on Wii, the tiny install 


A PRELIMINARY VISUAL COMPARISON 


BEFORE & AFTER 


We've only been treated to a brief trailer for Xenoblade Chronicles: Definitive 
Edition so far, but since that brief trailer was composed almost entirely out of 
footage from cutscenes within the game, it's been easy for fans to go back and 
pull the equivalent footage from the cutscenes of the Wii version and look at 
them both side-by-side. Here, please take a look at a pair of comparisons, with 
the Wii original on top and the new Switch Definitive Edition on the bottom. 

The character models show the most drastic improvement. A whole lot of 
Xenoblade cutscenes involve dialogue between characters and close-ups on 
faces, so the whole story is going to be served well by having those characters 
be modeled with more detail and with the ability to express a greater range of 
emotion. The voice acting was already palpable with emotion — now the looks 
of rage, sadness, joy and surprise on everyone's faces should be able to match 
up with that audio better than ever before! 

It also doesn't take a magnifying glass to discern that the engine Monolith 
Soft built for Xenoblade Chronicles 2 is what's making this conversion possible. 
Really, after that game and its DLC were finished, we should have predicted 
that this would be their next project! (I'm happy І was surprised, though!) 


base of the Wii U and the fact that the 
3D version could only be played on 
New Nintendo 3DS hardware — means 
this epic has never really had the 
opportunity to reach a truly large 
audience. 

On the Switch, though? Conditions 
are perfect. The hardware itself is a 
sensational success. Switch owners 
have already had a double dose of the 
Xenoblade series through the well- 
received releases of Xenoblade 
Chronicles 2 and its standalone spin- 
off story Torna ~ The Golden Country. 
Super Smash Bros. Ultimate has 
insured that millions of fans have met 
Shulk already and seen the Monado in 
action, and they may well be curious 
to experience his origin story if they 
haven't already. (Or even if they have! 
Goodness knows there's going to be a 
ton of double-dipping fans for this new 
release!) 

I'll be among them. (Though it'll be 
a triple-dip for me!) | was a proud part 
of that fan movement that shamed 
NOA into giving this brand a chance 
years ago, and I felt so vindicated 
when | finally got to sit down and play 
the game and it became one of my all- 
time favorites. Not just among RPGs! 
An all-time favorite across all genres! 


The magic of Xenoblade pours out 
of every facet of its design. Its story is 
sensational, with wonderful characters 
and great voice acting. Its music is 
such an achievement that | still regu- 
larly listen to its soundtrack as back- 
ground music while working on new 
magazine issues to this day! And its 
world is breathtaking — a stunning 
visual spectacle that pushed the Wii 
hardware to its limits. 

That’s where the Definitive Edition 
will shine the most, as with more 
powerful hardware, each environment 
and character is getting reimagined 
and rerendered with more detailed 
and expressive models. Though that’s 
nearly all we know about this release 
so far — the word is still out on 
whether anything other than the 
graphics is getting a re-do for this 
edition. (Honestly, everything else 
would be fine if left just the same.) It’s 
been hinted that some content origi- 
nally cut from the Wii version will be 
restored this time around, but we 
don’t yet know the extent of those 
additions. 

We'll learn more as the calendar 
flips into 2020, when the game is due 
to arrive! (And you can bet NOA will 
market it better this time!) - LUCAS 


NOVEMBER/DECEMBER 2019 31 T 


Т 32 ISSUE 443: 


STORY OF SEASONS: 
FRIENDS OF MINERALTOWN 


Bringing back one of the СВА best! 


WE'RE PULLING AWAY from 
Koholint Island and are heading for 
the next stop on the Nintendo 
Switch nostalgia tour: Mineral 
Town! Story of Seasons: Friends of 
Mineral Town, the first mainline 
game in the series for the Nintendo 
Switch, was released in Japan this 
past October 17 and will be 
released in the West by XSEED 
early next year. It's a combined 
remake of the much beloved 
Harvest Moon: Friends of Mineral 
Town and More Friends of Mineral 
Town from the Game Boy Advance, 
and the dev team at Marvelous is 
keeping a careful balance between 
both old and new experiences. 
Your farmer (you can either play 
as the original GBA characters or a 
pair of "modern" farmers) acquires 
a small patch of farmland outside 
of Mineral Town that's fallen into 
disrepair. Your mission: Bring it 
back to life! This includes growing 
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various crops, raising livestock 
(including all the new livestock 
introduced in more recent titles), 
keeping pets (including capybaras 
and penguins!) and participating in 
Mineral Town’s many festivals and 
amusements, such as the twice- 
yearly horse races and Chicken 
Sumo competition. Everyone in 
Mineral Town has gotten a new 
look (Mayor Thomas’ hat is taller 
than he is!) and there are two new 
singles — Brandon and Jennifer — 
that have been introduced for your 
characters to court. 

By the way, the original titles 
are still available on the Wii U 
Virtual Console (for just $6.99 
each!) so it will be interesting to 
compare them to the remake, 
especially since Natsume localized 
the originals and XSEED is handling 
this remake. Aside from the Season 
Sprites and the Goddess, will there 
be any other classic characters 
getting new names? We'll have to 
wait until next year to find out! 

— REBECCA 
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DIVISION IN THE RANKS 


| was doing some field work over there. 


RUNE FACTORY 4 
SPECIAL ... and one from the 3DS! 


SIX YEARS AGO, the Rune 
Factory series presented its fourth 
installment on Nintendo's 3DS, and 
it earned the brand thousands of 
new fans. I, apparently, was not 
one of them. 

I couldn't even recall reviewing 
Rune Factory 4 myself, to tell you 
the truth, until | dove into the NF 
archive and found that | indeed had 
been the one to put it through its 
paces for NF Issue #6. "6" also 
ended up being the score | awarded 
it, as | doom-and-gloomed about 
the series as a whole after playing 
it, declaring "Rune Factory is in a 
rut." Its developers may have 
agreed, as the series has been on 
hiatus every since then. A new 
sequel, Rune Factory 5, was finally 
announced recently and it's bound 
for the Switch sometime in 2020. 
But as a lead-in to that release, 
Marvelous and XSEED are teaming 
up to polish up and relaunch the 
previous effort first. 
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Maybe I'll like it better on the 
Switch than | did on the 3DS? The 
improvements promised seem to 
have, well, promise. Beyond the 
obvious glorious visual upgrade 
that will come from transitioning 
the title off the 240p 3DS display to 
a full HD television screen, a few 
content additions are catching my 
eye. 

"Newlywed Mode" is the most 
interesting idea. For most "woo and 
win the affections of a potential 
spouse" games, getting married is 
the end goal. In Rune Factory 4 
Special, though, all the relation- 
ships have been extended beyond 
the exchanging of vows with new 
content and cutscenes between 
your character and their husband 
or wife. Separately, a "Veteran" 
mode will supposedly offer fresh 
content for anyone who indicates 
that they’ve previously played the 
3DS version. 

... I'm cautiously optimistic. 
We'll see just how Special they've 
managed to make Rune Factory 4 
early next year! — LUCAS 
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WITH THE SNES and Genesis both 
in the plug 'n play mini console 
game, it felt like only one member 
of the 16-bit race was missing for 
this console war reenactment: 
NEC's TurboGrafx-16. But as that 
Japanese technology company left 
the video game industry behind 
long ago, would they even have any 
interest in staking their nostalgic 
claim once again? 

As it turns out, maybe they 
didn't have to. While manufactured 
and marketed by NEC, the console 
was designed by Hudson Soft — the 
same Hudson Soft who made a 
number of classic games for 
Nintendo consoles before merging 
with Konami in 2012. Konami hasn't 
done a lot with Hudson's catalogue 
of IP in the intervening years, but 
to everyone's great surprise, 
they've announced that they'll be 
joining the mini retro console fray. 

With software developed by M2, 
the same emulation maestros 
behind the Genesis Mini (see our 
review on the Shield side), three 
versions of the console will be 
released around the world for 
about $99.99 USD, all exclusively 
through Amazon. The North 
American TurboGrafx-16 mini will 
be available through Amazon.com, 
while fans in France, Italy and the 
United Kingdom can order the PC 
Engine CoreGrafx mini through 
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TURBOGRAFX-16 MINI 


It's another Mini to add to the mix! 


their respective Amazon websites. 
Finally, the original PC Engine 
version will be available alongside 
the other two at Amazon.co.jp. 

The console includes one con- 
troller, while additional controllers 
and multitaps (for three-to-five- 
player simultaneous play on the 
TurboGrafx and CoreGrafx versions) 
will be available from Hori. AC 
adapters will also be sold sepa- 
rately, should the included USB 
power cable prove insufficient on 
its own. 

Each version contains 57 games, 
though Japan's PC Engine mini 
features a 58th. On the TurboGrafx, 
these are split into 25 English titles 
and 32 untranslated Japanese 
releases. While the PC Engine mini 
will have Tengai Maikyo II and 
Tokimeki Memorial exclusively, the 
others will have Gradius spin-off 
Salamander (a.k.a. Life Force), and 
all will feature Splatterhouse (in 
Japanese for PC Engine, English for 
the rest). 

The selection of Japanese titles 
is interesting, to say the least. 
Some provide little to no English 
barrier, such as Galaga '88, while 
others will be enhanced by a 
knowledge of Japanese, like 
Akumajo Dracula X Chi no Rondo 
(a.k.a. Castlevania: Rondo of Blood, 
the original appearance of Richter 
Belmont!). Still others, like the 
untranslated Snatcher, may seem 
impossible to play for Western 
fans. Still, it’s hard to complain 
about extra games! — DAVID 


PREVIEWS 


TRIALS OF MANA 


How might the gameplay be Improved? 


TRIALS OF MANA - the 3D 
remake of the previously Super 
Famicom-only sequel to Secret of 
Mana - finally has a release date of 
April 24, 2020, as well as some 
impressive new visuals showcasing 
the world, the six player characters 
and the new battle controls. 
Instead of a top-down view, the 
Trials remake positions the camera 
over the shoulder of your lead 
character in towns and during 
combat. What you'll notice right 
away is the modern HUD that 
shows a mini-map, location 
markers and your current objec- 
tive. Combat is much more action- 
oriented than the laggy button 
mashing in the original that I 
touched on in Issue #41 — you're 
able to do jump attacks and other 
special moves faster and easier, 
and can even earn bonuses by per- 
forming feats like defeating 
enemies within a time limit or 
taking no damage. Hopefully the 
bosses you face won't be as unfor- 
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giving as the ones in the original, 
which loved to unleash powerful 
attacks in retaliation to your char- 
acters’ specials! The soundtrack 
has also been given an upgrade — 
you can hear the new versions of 
the main themes in the teaser 
trailers, but I’m also hoping there's 
a way to enable the "classic" 
soundtrack instead, which many 
consider to be one of the Super 
Famicom’s best. 

One of the major downsides 
that’s been revealed so far is that 
the remake will not support multi- 
player — but hopefully the A.I. con- 
trolling your allies will more than 
make up for it. Also hopefully, we'll 
still have the ring menu functions 
for your allies mapped to individual 
buttons, and that switching 
between your characters will be a 
snap. 

Even after having played the 
original in the Collection of Mana, 
I’m still looking forward to this — 
everything Square Enix has shown 
us so far is proving that this will be 
the definitive Trials experience! 

— REBECCA 
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DEADLY PREMONITION 2: 
A BLESSING IN DISGUISE 


A sequel to the most divisive survival horror ever. 
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ASSASSIN'S CREED: 
THE REBEL COLLECTION 


A second chance at a pair of past installments. 


TWIN PEAKS, the 1990 abstract 
mystery/horror/comedy show, is 
probably too grown up for a lot of 
NF readers — but it was a big influ- 
ence on many adults. Some of 
them went on to make some great 
kid-friendly games like Link's 
Awakening and EarthBound, while 
others made T- or M-rated adven- 
tures like Silent Hill, Alan Wake, 
Thimbleweed Park and Deadly 
Premonition. 

That last one also happens to be 
one of the most divisive games in 
history. IGN gave it a 2 out of 10, 
while Destructoid (the website I've 
been working for since 2008) 
awarded it a perfect score. These 
wildly different assessments of 
Deadly Premotion’s quality really 
got people talking — but it’s the 
stuff that actually happens in the 
game that made it a cult classic. (It 
was just ported to Switch, so if you 
want some "FK" in your coffee and 
to hear reviews of movies like 
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Ferris Bueller’s Day Off, Sixteen 
Candles, Remo Williams and 
Xanadu from an in-game protago- 
nist who calls you "Zach," then this 
is the one and only place to go, at 
least for now.) 

Alongside the release of the first 
game into the Switch eShop, a new 
sequel named Deadly Premonition 
2: A Blessing in Disguise has been 
announced as a timed Switch exclu- 
sive. So far it sounds like a two-for- 
one, featuring FBI Agent Francis 
York Morgan (the star of the 
original game) on a New Orleans 
investigation in 2005, and mysteri- 
ous newcomer Agent Aaliyah Davis, 
who's working a Boston crime 
scene in 2019. Their adventures in 
those two time periods 14 years 
apart will overlap in some way, 
peppered with the kind of super- 
natural hijinks and humor that only 
Hidetaka "Swery" Suehiro can 
deliver. 

Deadly Premonition 2 is set for 
release sometime in 2020, so new 
info on the case should be on the 
way soon, Zach! - JONATHAN 
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AH, GOOD OLD Assassin's Creed. 
It'S nice to see you again! 

Ubisoft's massively popular 
stealth action series has been a 
nearly annual staple of the gaming 
industry for over a decade now — 
but only a handful of its install- 
ments have landed on Nintendo 
hardware. The most recent one was 
Six years ago: Assassin's Creed IV: 
Black Flag, which came to the Wii U 
at the same time it also set sail on 
PlayStation and Xbox platforms. 
You can probably surmise how suc- 
cessful that version was by what 
happened the following year: 
2014's Assassin's Creed Rogue hit 
Sony and Microsoft's machines 
once again, but skipped out on the 
Big N's ecosystem entirely. 

until now! Though it's five years 
after its debut, Rogue is finally 
coming to Nintendo — alongside its 
immediate predecessor Black Flag 
in a two-in-one combo compilation. 


EX PUBLISHER/DEVELOPER: 
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I’m excited! Being a Nintendo 
loyalist first and foremost, my 
adventures as an Assassin came to 
an end when Ubisoft pulled their 
support at that very moment over 
half a decade ago: | played Black 
Flag on my Wii U, but nothing after 
that. Now ΙΙ! have the chance to 
jump back in where I left off, revis- 
iting the last story | experienced to 
refresh my memory of where | was, 
then moving on to the new-to-me 
storyline of Rogue. 

Both games have intriguing 
hooks even separated from the rest 
of the series: Black Flag is largely 
pirate-themed and features a lot of 
naval combat sequences, while 
Rogue flips the franchise's core 
story upside down by letting you 
play as a Templar instead of an 
Assassin. (They're the Assassins’ 
ancient rivals throughout the whole 
series.) Both games will also come 
with all their DLC included, and the 
package will be priced at the fairly 
budget-friendly MSRP of $39.99. 
Not bad, Ubisoft! — LUCAS 
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COMING HOME TO MAMA 


Mama’s got a whole new menu. 


THE DEMISE OF the Cooking Mama 
series has been greatly exaggerated. 
OK, so maybe it took a hiatus after a 
very successful run — but the cooking 
queen is back, ready to rock in Switch 
form! 

Cooking Mama: Coming Home to 
Mama (also known as Cooking Mama: 
Cookstar in some regions; we're not 
sure which name North America will 
get yet) will once again bring cooking 
minigame goodness to the forefront, 
featuring "over 90 new recipes" for 
fans to experiment with. A reboot of 
sorts (publisher Planet Digital 
Partners is being a bit cagey about 
what that entails), the "20 million 
units sold" franchise will be returning 
to the kitchen in a bid to satisfy both 
new and old players alike. 

It’s confirmed that the game 


contains a challenge mode, instant 
social features for Facebook and 
Twitter, weird fantasy-style recipes like 
"unicorn food" and a "mix" of motion 
and tactile controls. Recipes revealed 
so far include sushi, kabobs, hamburg- 
ers, macaroons, gyros, fried chicken, 
parfaits, salads and even drinks. 
Although Japanese cuisine is clearly a 
major influence for the series, you can 
also spot all of the different worldly 
creations in that list. 

Coming Home to Mama is also 
hyping up one major change that’s 
new for the series: a vegetarian mode. 
Although the series famously jabbed 
at PETA in the past noting that "you 
wouldn't put a rat in ratatouille," con- 
tending that they already had vegetar- 
ian recipes available, this is part of a 
larger push that will allow players to 
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wholly cook with the vegetarian 
mindset. | can hear the (misguided) 
collective groans now, but hear me out 
for a second. 

As someone who hasn't eaten meat 
in many years, | welcome this change 
— and I don't see it as kowtowing to 
PETA's decade-long complaints (a 
concern of many series fans). Plant- 
based food has been on the rise for 
the past few years, and it's expected 
to create an emerging booming 
market — not just from non-meat 
eaters, but from folks who are trying 
to cut down on their consumption for 
health reasons with concessions like 
"meatless Mondays." It's a natural (in 
more ways than one!) response to the 
times we're in, and more of a choice 
for monetary reasons to help with 
market share than anything. Vegans 
and vegetarians: They're people too! 
Plus, it's an optional mode! If anything 


you're getting more content as a result 
of the global shift of culinary trends. 

Oh! And there's going to be some- 
thing related to Blockchain (digital 
cryptography) included, which should 
warrant some confusion. But it doesn't 
seem like Planet Digital Partners is 
going to be mining your data for info, 
so much as allowing players to give up 
ownership of the game by revoking 
their key and "resell it both digitally 
and in traditional retail outlets." 
Planet Digital Partners also claims 
that unique keys can make each copy 
"subtly different," while offering extra 
security against online hackers who 
would otherwise ruin event scoring. 
How much impact Cooking Mama will 
have on the digital resale revolution 
(which is heating up recently) remains 
to be seen, but for now it's one of two 
intriguing feathers in this new sequel's 
cap! (Or pink bandana.) — CHRIS 
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OM. 
HEY, PIPSQUEAK. 


HI, RIDLEY! 
ARE YOU WRESTLING, 
TOO? 


HIM AND KRAID AND PHANTOON 
AND MISS DRAYGON LIKE TO PLAY 
“SPACE PIRATES” DURING RECESS! 


THEY LET 
ME PLAY 
SOMETIMES! 


% ГР 
LET'S SEE...A PENGUIN, 
A MUTANT TURTLE AND 


A BIG TANNED DUDE ARE 
ON MY TEAM. AWESOME. 


THAT'S RIDLEY! HE GOES 
TO MY SCHOOL! 


NICE TO MEET 
YOU! I'M DR. CHOZO. 


NO, YA NITWIT, WE ARE | ATTENTION! % 
! “| ROUND ONE BEGINS 
THE SPACE PIRATES! LIN FIVE MINUTES! | 


BUT WHERE'S 
YOUR PARROT? OR / ! 
YOUR PEGLEG? OR YOUR 2 Tos WRESTLE! 
PIRATE SHIP? OR у 
YOUR- 
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GENERATION I 


POKÉMON SWORD & SHIELD represent the 
beginning of the Pokemon franchise's eighth cycle of 
adventures. They'll present the eighth new region of 
the Pokémon world to explore, the eighth journey to 
be the very best and the eighth set of new monsters 
to encounter in the wild for the first time ever. 
Whenever things in this series get reset to this regu- 
larly revisited starting point, the fans collectively 
mark the moment by declaring the beginning of a 
new "generation." So Generation VIII is upon us. 

For all of the similarities Sword & Shield will have 
to the previous pairs of Pokémon RPGs that launched 
past generations, though, one unique characteristic 
of the new Switch sequels is that the road leading to 
their release has been defined by more division in 
the fandom than we've ever seen before. Some long- 
time players are perfectly pleased and just eager to 
get their Galar region exploration under way, but 
others have been angered by Game Freak (the series' 
developer) and The Pokémon Company (the series' 
publisher) for one critical problem: Not every past 
Pokémon creature will be featured in Sword & 
Shield. The decades-old National Pokédex has been 
axed! So while some of old players' old favorites will 
make the cut for inclusion in Galar, many will not. 

It's a more complicated problem than it might 
seem at first, but to fully contextualize this issue that 
the franchise is facing here in 2019, we're going to 
turn back the clock all the way to the beginnings of 
the brand and see how this division has developed 
over the decades. Along with revisiting other, older 
controversies from Pokémon's past! 

First up, of course, is the original generation. The 
OG: Gen I. Pokémon premiered as a pair of Game Boy 
games launched in Japan in 1996 — they were called 
Red and Green, and they introduced the first set of 
151 different Pocket Monster characters for the first 
time ever. Two years later, Gen | made its way to the 
West in the form of the revised and more polished 
Red and Blue — then, after that, a special Yellow 
version that put the spotlight on Pikachu in particu- 
lar concluded the first chapter of the saga. 

There wasn't much controversy to speak of back in 
those days, as every fan was a brand-new fan, so no 
one had anything old to compare the new content to 
in order to form complaints of contrast. Other than 
game balance issues (Psychic was way too strong in 
Kanto), there was little to be upset about in-game 
either. But Gen | has become a focus of fan anger in 
recent years retroactively, as many modern fans feel 
that Game Freak and The Pokémon Company pander 
too much to this first generation of games, specifi- 
cally through constantly revisiting and repromoting 
the first 151 monsters while not paying nearly as 
much attention to those that debuted later! 


THE ORIGINAL 151 


The series' most iconic set of creatures! What's odd, though, is how some fans put this set on such 
v a high pedestal when making arguments against the "weirdness" of some newer Pokémon designs. 
As if there are no oddballs here! Six eggs as one monster? Two different evolutions that are just 


v v v v v v v v 
8 t 1 1 t k T T T three of the earlier form stuck together? A mime? Just a literal mime. Pokémon's always been odd. 
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GENERATION II 


THE FIRST PAIR of Pokémon games, in Japan at least, were slow 
starters saleswise. That’s likely due to the fact that the Game Boy 
hardware was already seven years old by the time they went on sale 
there, and there had been little hype building up to their debut. But once 

the small handful of fans who took a chance on them started spreading | = = 
the word, Pokémon rapidly grew into a word-of-mouth success story with 

a burgeoning fanbase that quickly began to demand more from the Г —p 
brand. 

It was a good news/bad news dilemma for the young team at Game 
Freak. On the one hand, hooray! Their first Pokémon games were a great == == 
success! On the other hand . . . oh no. That great success meant a whole 
lot of pressure was quickly placed on them to build on that momentum 1 — 
and keep the money machine moving. 

This is where, behind the scenes, the fractures in the franchise began 
to appear. Game Freak only had four programmers to begin with, and the === = 
development of the Generation | games had taken over half a decade of 
work — and the code under the hood that ran those adventures had been 1 — 
cobbled together haphazardly, bit by bit, over all that time. They 
managed to finally ship those titles, but then came Nintendo's requests 
for the company to dive back into their work and produce new versions — 
localized into different languages for audiences around the globe. And 
they were working on the re-polished Blue version, then the Yellow — 
edition with its extra features. They had a Nintendo 64 game to juggle Г 
too! The original Pokémon Stadium, with its complicated link-up capabil- 
ity that let players connect their Game Boy cartridges to the console. == = 

And, oh yeah — Generation Il. 

Pokémon Gold & Silver were nearly the straws that broke the Numel's e = - 
back. After years of holding their code together with the digital equiva- [ 
lents of duct tape and a prayer, the Game Freak team reached a breaking 
point — they simply would not be able to deliver their second set of games 
in the series intended for the Game Boy Color. At least, not to the lofty 
standard of quality they'd set for themselves — and certainly not with the 
amount of new content they'd hoped for either. 

That's when a savior appeared! Nintendo legend Satoru Iwata — at the 
time still at HAL Laboratory — stepped in to help the struggling Game 
Freak programmers by wielding his own personal set of insane program- 
ming skills. His technical know-how and code-writing wizardry not only 
cleaned up the code in the Gen | games and made Pokémon Stadium on 
the N64 possible, but he optimized the work-in-progress Gold & Silver to 
such a degree that Game Freak had extra space left to fill when he was all 
done! So Gen II, as an endgame bonus facilitated by Mr. Iwata's efficiency, 
included a full return to the land of Gen |. When your Johto region journey 
was done, you still had the whole of Kanto to go back and explore — for a 
second time! 

Now, again, back at this time 20 years ago, fans were nothing but 
thrilled about everything they saw. Gold & Silver became beloved the 
world over, and everyone was blown away by their double-sized map. 

But, in hindsight and informed by what we now know was going on 

THE JOHTO NATIVES behind the scenes during their development, we can pinpoint problems 

Building on what came before, Game Freak expanded the roster of discov- the Pokémon brand has suffered more recently as having originated back 
erable, catchable Pokémon creatures with an even 100 fresh faces to find around this point. Game Freak has struggled to piece their projects 
in Gold & Silver's new Johto region. Several staples of the sequels were together, on a technical level, since the studio's earliest days — and they 
а dick uy a joi of Fire, ορ а still struggle today. And the too-lavish love for Gen I could be traced back 
qu а те, ra mi erica to Gold & Silver's bonus Kanto exploration too! Perhaps it's because they 
Mew and even repeats of basics like "Normal-type rodent" and "Normal- saw these games more like an expansion for what came before? 


type bird" encountered early in the adventure. Several of Johto’s 
Pokémon also directly connected to the Kanto Pokédex by being either і 
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new evolutions to those old characters (like Steelix апа Scizor) ог else 
new pre-evolutions, like the infamous babies: Pichu, Igglybuff, Cleffa, 
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Smoochum, Magby, Elekid and Tyrogue. (The babies elicited a cringe from 
several fans, | recall, but | wouldn't call their introduction a controversy.) T T T T T T T «robs bert 89 T 
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GENERATION III 


POKEDEX CONTROVERSY STRIKES for the first 
time! 

The third generation of Pokémon kicked off in 
November 2002 in Japan, then just a few months 
later in March 2003 in the West. The time delay of 
localization was shrinking! Hooray! But all your old 
Pokémon got left behind in the past. Boo! 

Yes, the release of Pokemon Ruby & Sapphire on 
the Game Boy Advance marked the first time that 
Game Freak wiped the slate clean, declaring to an 
angry collective of monster collectors that all the 
work they’d done to "catch ’em all" in the Gen | and 
Gen ΙΙ games was going to be erased. Pokemon 
caught in Red, Blue, Yellow, Gold, Silver and Crystal 
could not be traded forward into any of the GBA car- 
tridges. They just couldn't figure out the functional- 
ity to make such a feature work — so everyone just 
had to start from scratch on a Ruby or Sapphire cart, 
pick a Torchic, Mudkip or Treecko and begin the 
process to catch 'em all, all over again. 

The outrage over this reality never reached the 
fever pitch that we've seen with the similar circum- 
stances leading up to Sword & Shield — but then 
social media wasn't really a thing back in 2002. (The 
Internet seemed so much kinder back then!) | don't 
recall feeling too terribly upset personally at the 
time, but anyone who did would be justified if they 
did. For two reasons! 

One, the development team had bridged the gap 
between all the games that had come before. Any 
monsters caught in Gen | games could be traded into 
Gen ΙΙ cartridges (and they would gain gender info 
and sometimes Shiny status during the transfer), and 
through the Time Capsule found in Pokémon Centers 
in Gold, Silver and Crystal, you could also send any of 
the original 151 "back in time" to the Kanto games. 
The precedent of intergenerational trading had been 
set — it was reasonable to assume that it would 
continue. Then it didn't. 

Two, while the number of diehard Pokémon fans 
out there who've legitimately captured all 809 
Pokémon in existence today must be miniscule, it 
was not nearly so outlandish a task to amass all 251 


of the creatures found in Kanto and Johto. Diligent ЖҮ à 
work across just a couple of cartridges — and maybe ~ f A 


having someone else to trade with — would see that 
job done. So there were likely tens of thousands of Ξ 
fans who really had caught them all at this point, and 9 9 
Е , ! 
them being forced to start over must һауе stung. WE RE GOI N TO HOEN N ° 
The controversy ultimately didn't damage Ruby & Maybe it was the fact that | got to step into the Hoenn region for the first time with the assistance 
Sapphire much, I think — and it helped that remakes of the beautifully backlit new Game Boy Advance SP system back in March 2003, or the further 
of the Gen | games quickly followed. FireRed & fact that | got to expand the display of that part of the Pokémon world even more with the help of 
LeafGreen updated Kanto and the original 151 and the Game Boy Player peripheral for the GameCube just a few months later, but | absolutely fell in 
h Р A love with Pokémon Sapphire. The world was so bright! The characters were so colorful! You'd think 
ο dedi to rige Pen ene as casy that my nostalgia would be the strongest for the games that I played first, but no, I think Gen III is 
as it shou ave been in the first place! where my rose-tinted glasses offer the most focus. The all-new Pokémon of the Hoenn region are a 
major part of that! Just gaze upon this vibrant, vigorous crew. (Which includes Vibrava and 
Vigoroth.) Treecko, to this day, remains my favorite starter. Torchic's final form, Blaziken, has been 


the definition of awesome in the series for years — the anime teased Gen III by featuring it in one 
of the last Johto arc episodes, and every fan's hype exploded. Mudkip became, I think, the first 
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viral meme Pokémon years before the term "meme" was even used. And it was a great group 
Q m ЕТІ IN + Ὃν 5 T T T beyond them, too, with not a dud in the bunch! (OK, maybe Luvdisc. Luvdisc is pretty lame.) 
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GENERATION IV 


CAN I JUST get something off my chest right here? Do you mind? I'm just 
gonna come right out and say it: | don't get it. | don't get the love for 
Generation IV. 

l've been lurking in forums for years, or hanging around Twitter, or 
even just walking by in earshot of some Pokémon fans' casual conversa- | = = 
tions, and the impression that | keep coming away with again and again is 
that Pokémon fans just absolutely adore Gen IV. They’re pinin’ for the Г — 
Sinnoh fjords. They're desperate for Game Freak to remake Diamond and 
Pearl and Platinum. 

Particularly Platinum! Maybe that's it. Platinum gets the most love, for == == 
sure, but | never played it myself so | can't absolutely dismiss the idea that 
it is somehow excellent. But I just had no desire to play Platinum! As the Г — 
"third version" that followed Diamond & Pearl, it was once again set in 
Sinnoh and playing it would have meant retreading a ton of the same ter- 
ritory I'd already slogged through in my Pearl run. No. No way. | was not === = 
going to do it. 

Now, OK, I can't very well be as negative as that without attempting a 1 — 
justification for my pitiful perception of this particular Pokémon genera- 
tion — so I'll make my arguments. 

First of all, the number of new Pokémon was abysmal. Putting my cards — 
on the table, | love catching and training all-new Pokemon in all-new gen- 
erations. Almost exclusively. | hardly ever even bother catching older gen — 
creatures to get their Pokedex data when | come across them in the wilds Г 
of a new game — because I’ve seen them before! | want something new! 

But Gen IV's Sinnoh region was abundantly populated by older monsters == = 
from the older generations. 

And not just in tall grass encounters, either! The total number of = 
Pokémon in existence before Gen IV was 386, and when Diamond & Pearl Г 
dropped, the number climbed to 493. So that's 107 new Pokémon. Not too 
shabby, right? That's more than Johto had given us. But the real number 
of truly fresh faces was more like 78, because 29 of that 107 total were 
new evolutions or pre-evolutions of old creatures. 

Magmortar. Electivire. Rhyperior. Lickilicky?! Did we really need to go 
back and retcon so many Gen I monsters, again? And then there was a 
new set of babies: Bonsly, Happiny, Mime Jr., Munchlax and Mantyke. Who 
was crying out in hopes that Game Freak would turn Mantine into a two- 
stage line? Ambipom, Honchcrow, Mismagius . . . so much of the Gen IV 
Pokédex was given over to Game Freak trying to rebalance, rework or 
readjust the Pokédexes that came before. | didn't care for it then, and still 
don't now. 

What's worse, the Sinnoh region itself was depressing. After the lush, 
bright, colorful lands of Hoenn, we were banished to the northern 
reaches and left in a land sitting under the constant fog of winter. A huge, 
cumbersome mountain bisected the land mass and made navigating the 
region a chore. And the most interesting sidequest activity Game Freak 
could come up with was descending into an even darker and drearier 
underground cave system? 

Alright, well, this page might have just gotten away from me. But let's 
just say that my negative view of a Pokémon generation that seems to be 
almost universally loved by everyone else illustrates that even when 
there isn't an outright bandwagon controversy surrounding any specific 

REVISION IST H ISTO RY? sequel, there are still going to be players out there who just don't gel with 
Е what Game Freak's trying to sell. If they do remake Gen IV іп the near 


Credit where credit is due, to offset some of my complaints in the main future (it's on deck next), then they're going to have an uphill battle to 
text over there: The Sinnoh region did bring us a few truly great additions convince me to get on board! 
to the growing monster roster. Lucario is a spectacular design and 
deserves his spot in the Smash cast as one of the best of the best 
Pokémon. I loved the glitched-out Porygon-Z and the valiant Gallade, 
though both were new evolutions of older ’mons. | invested a lot of time 
to get myself a Vespiquen, and that bee queen was the centerpiece of my 


v v v v v v v v v v v v 
Sinnoh team. But still . .. so much time spent reworking the past! Roselia 41 
got both an evolution and a pre-evolution at the same time? Why?! VEMBER/DECEMBER 2019 
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GENERATION V 


NOW PREPARE YOURSELVES for the 
exact opposite of the rambling rant you 
just endured as | discussed Generation IV, 
because Generation V was absolutely the 
exact perfect way to approach a Pokémon 
series sequel. (In my mind.) After looking 
to the past in Diamond & Pearl, Black & 
White were all about the future! 

For the first time in the history of the 
series, Pokémon Black & White offered 
players nothing but new monsters. There 
were no old ones! Not until the endgame, 
that is. So it was the best of both worlds — 
you played through the entirety of the 
main story with the assurance that every 
single rustle of grass and random encoun- 
ter in a cave would result in meeting face- 
to-face with an all-new and totally original 
Pokémon, and then after you'd conquered 
the quest and become the Champion of 
the Unova League, you'd gain the ability to 
bring your old favorites back from the 
past. The full National Pokédex was still 
here — you just had to earn it! 

| loved that approach, and | wish every 
new generation would do the exact same 
thing. Just think — if Sword & Shield were 
set up the same way, there would be no 
complaints. People would happily explore 
the new Galar region with the official resi- 
dents of the Galar Dex, then cheerfully 
bring in their old pals after the core story 
came to its conclusion. 

Of course, we know that it’s not for plot 
reasons that Game Freak’s cut the Dex — 
it’s because the sheer volume of monsters 
has become too unwieldly. Black & White 
did them no favors in that regard, as in 
pursuing the concept of a full "soft reboot" 
in the Unova region, they had to introduce 
more new Pokémon in one go than ever 
before. A total of 156 new Pokemon made 
their debut in this era — not one of them 
connected to any past evolutionary line. 
That brought the overall National Dex up 
to 649, a number that was beginning to 
get unreasonably large when players were 
weighing out whether or not it was worth 
it any more to try to catch ’em all. 

Another issue for fans in this gen? The 
fact that Black & White launched on the DS 
just three weeks before the new 3DS hit 
store shelves. Many would have preferred TH E SOFT REBOOT BATCH 
to have the newest Pokémon generation It’s quite a contest, but I think the overall array of monsters in Generation V just barely falls short of toppling 
on the newest hardware generation! the Gen III cast for greatness, to me. This group has so many great designs! | love the Ground/Dark Sandile 

line, and Galvantula, as half-Electric, half-Bug, was a great new combination that | was thrilled to have on my 
team. Untapped type combos seem to be what Game Freak was going for in lots of these lines, since you've got 
things like the Ghost/Ground Golurk and the Water/Ghost Jellicent. (There's no better way to instantly capture 

my interest in a Pokémon game than introducing a never-before-seen type combo!) My love of the Unova cast 

seems to not be widely shared, though, as this set of 'mons is commonly called out by haters. Particular shade 


v v v v v v v 
is thrown toward the ice cream cone-inspired Vanillite line and the living trash bag Trubbish. But Vanillite's the 
ISSUE #43: DIVISI IN THE RAN signature creation of Sword & Shield art director James Turner, So it’s going to still get love no matter what! 
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GENERATION VI 


THE REASON THAT Game Freak clung so strongly 
to the past that they published a fully 2D sprite- 
based sequel in 2011 was, again, their team's old 
troubles with the technical side of video game 
creation cropping up once more. At least, that's my | = = 
read on the situation. Console gaming had long since 
moved on to polygonal 3D, and portable hardware [ —p 
was heading that way too as Black & White went into 
development — but rather than embrace the new 


way of doing things and have Pokémon be a leading == == 
force driving the new 3DS hardware, Game Freak 


pumped the brakes to put out another 2D sequel [ $ 
instead. 
umm 


The 3DS could have used the help. Its launch in 
2011 was famously disastrous, as players balked at === = 


its original $249 price point and sales slumped 
almost immediately out of the gate. Satoru Iwata, at 1 — 
that point the President of Nintendo, once again 
managed to right the ship and the new portable was — 


able to find its footing and survive until two and a == == 
half years later, when Pokémon was finally ready to 


premiere a polygonal mainline sequel. 1 — 
Having been starved for 3D Pokemon for so long, 
the reveal of X & Y and the dawn of Generation VI felt = 


like a revelation for many. | remember being wowed == = 
at the first screenshots, and the overhauled battle 


scenes seemed truly spectacular! = 

After actually playing the game, though, and espe- Г 
cially now in hindsight, | can see through the fresh 
coat of paint and know that it was the same old Game 
Freak duct tape and a prayer holding things together 
underneath. The layout of most of the games' explor- 
able spaces and the stiff way the player character 
moved gave away that everything was still running 
on a strict grid of squares — there was still a lot of 
progress to be made in pulling the Pokémon series 
fully into the modern era. 

Gen VI also dipped heavily backed into Gen I for 
that reliable nostalgia boost, as X & Y just straight up 
gave you a free Bulbasaur, Charmander or Squirtle 
after your official Gen VI starter selection of Chespin, 
Fennekin or Froakie. The OG starter trio was then 
further enhanced with the addition of the new Mega 
Evolution gameplay mechanic, giving them a fourth 


DON’T IGNORE THE MEGA EVOLUTIONS! form to achieve. (And Charizard and Mewtwo got two 


PM UN А 2 of those apiece!) 
Up to this point, I’ve been placing just one image per Pokemon on these pages — one for опе, | Š А 
tracking with the same official total іп the National Pokédex as it grew over time. That means Meanwhile, only Six dozen truly new Pokemon 
ignoring things like alternate gender forms for certain species, or restricting Unown to just one appeared, bringing the overall total up to 721. The 
slot (rather than giving it dozens of different positions to showcase its whole alphabet of varied full National Dex was still in play, at least, and 
shapes). As we've now arrived at Generation VI, though, | want to make an exception. When people through an unwieldy process of in-game mechanics 
talk about the overall number of Pokemon in existence, they almost always stick with the same and physical cartridge connections you could still get 
number in the National Pokedex — but | feel like the introduction of Mega Evolutions marked the Pokémon from as long ago as Gen Ill traded all the 
moment when alternate forms of the same monsters need to be counted among the total number . $ E 
too. Gen VI only had 72 new Pokémon by the Dex way of reckoning, which makes it seem like the way into the new Kalos region. (There wasn't much 
generation with the smallest overall increase — but there were also 48 different Mega Evolution else to do in the X & Y endgame, after all.) 
forms introduced. If you count those (which I think you should), the Kalos total climbs to 120. Mega 
Evolutions, ld argue, deserve consideration just for how drastically different they are! The amount 
of time and effort it took to create each one has to have been equivalent to coming up with an 
all-new monster from scratch. And from that perspective, fans should give Game Freak credit for Г 
the creation of newer alternate forms like the Alola and Galar regional variants, as well as the v 
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Gigantamax transformations debuting in Sword & Shield. АП of these revisits and revisions of 


v v v v v v v v 
vintage monsters may not officially add to the total on paper, but they should in your mind! 3 
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AND SO WE arrive at present day: Generation VII, the era of 
the brand that began three years ago with the release of 
Pokémon Sun & Moon and will officially come to an end when 
Sword & Shield debut and kick off the next new chapter. And 
from where I'm sitting, | think the overall opinion of this piece 
of the saga has been pretty positive! 

Sun & Moon addressed a lot of minor annoyances that had 
never become major problems for fans over the decades, but 
were thrown into sharper relief when they were finally 
removed. HMs were axed, replaced by the convenience of Ride 
Pokémon that could be called upon to smash rocks or carry 
your character across a span of water — in older games, you'd 
often have to effectively sacrifice one of your six available 
party slots to drag along an HM user to deal with such obsta- 
cles in the environment. (Another reason | didn't care for 
Diamond & Pearl — though Bidoof was a funny little tagalong 
dude.) The Gen VII games also broke free of the standard 
formula of sending you on a journey to gather eight Gym 
Badges on your way to challenging the Elite Four of whatever 
region you happened to be in — after six versions of that same 
journey in a row, fans were ready to take a break. So they got 
Alola's Island Challenge instead! | also recall a collective sigh of 
relief when Incineroar turned out to not be a Fire/Fighting-type 
despite being styled as a wrestler. (Gens III, IV and V all had Fire 
starters that ended up with that same type combo, and fans 
feared a repeat! Let's hope the Scorbunny line avoids that fate 
as well.) Overall, | personally loved Sun & Moon, offering them 
great praise in our pages three years ago. 

And then Ultra Sun & Ultra Moon came around. And there 
was our old friend Negativity again! 

Fans panned Gen VII’s follow-up games for being way too 
much of a retread, and then panned them again for the seem- 
ingly nonsensical ways they altered the Alola region story. It's 
conceivable that Game Freak couldn't do more with the Ultra 
games since they must have been feverishly working to 
prepare themselves for the HD transition at that time — it was 
already 2017, and the Switch had taken the spotlight. They 
wouldn't be able to continue on the 3DS any more. 

For their part, Game Freak did try one extra thing to appeal 
to fans with the Ultra pair: breaking tradition and adding new 
Pokémon! Previously, new monsters only ever debuted in the 
first set of games of each generation. But Ultra Sun & Ultra 
Moon tossed in five fresh faces on top of the 81 new monsters 
and 18 Alola region variants of old monsters that had ushered 
in the seventh gen. Then they really broke tradition by allowing 
two more Pokémon to appear for the first time ever in the 
mobile phenomenon, Pokémon GO! Meltan and Melmetal took 
the overall Pokédex total up to 809, where it will remain until 
November 15. 

The challenge to catch 'em all is a serious time commitment 
at this point, but the Alola games did allow transfers of all past 
Pokémon from the preceding four generations — they just 
didn't all get their own Pokédex entries if they weren't native to 
Alola. 

As we go into Galar, though? Things won't be the same! 
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